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REVIEWED: Body Blows Galactic, 

Cannon Fodder, Globdule, Stardust, Alien Breed 2, 
Star Trek: 25th Anniversary plus many moral 

PREVIEWED: Theme Park, Campaign 2 
Reunion, Doolus and a whole host of ethers! 

TIPPED: Space Hulk, Ishar 2, Alfred Chicken 
plus the complete Monkey Island solution! 



FRONTIER: ' / 

ELITE 2 

MASSIVE Players' 
Guide inside! 
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el to. I know what you're thinking: 
"What's this four-eyed, semi-bald git 
doing on the Contents pagel Where's 
the lovable and oh-so-cuddfy Da vet** Well, 
he's taken his pieces of silver and deserted 
us for a month or two, but rest assured that 
he'll be back in time for tea and cake. 

Apart from that, it's been business as 
usual. The weeks leading up to Christmas 
have once again meant that there are loads 
of new games available 
and even CD 3 2 owners 
have been granted a 
top pressie in the form 
of Liberation. 

But if you want a 
really special Crist mas 
gift then make sure you 
buy the next issue. You 
wont be disappointed. 

Cheers-ears, 

SIMON BYRON 

4 CONTENTS 

It's time to pJay the music It's time to light the 
lights. It's time to meet the Contents of your maga- 
zine tonight... 

6 BOOT SECTOR 

Who do you think you are kidding Mr Hitler, rf you 
think we're on the run? We are the boys who will 
stop your little game. We are the disks that have all 
the latest games... 

1 3 NEWS 




20 LETTERS 

Ba-dum-bum-bum, Postman Pat, Postman Pat, 
Postman Pat and his black and white cat. Early in 
the morning, just as day is dawning, Pat feels he's a 
really busy man... 

24 WIN A CD32! 

Once in every lifetime, comes a love like this. Oh, I 
need you, you need me. Oh my darling, win an 
Amiga CD (32)! The Compos, oooh-ooooh, oh it's 
just the Compos, oooh-oooh... (oh dear, we're run- 
ning out of jokes and we're only on the 5th one. 
Things can only get worse.) 



WORK IN 

Baby, if you've ever wondered, wondered whateve 
became of me. I'm living on the air in Cincinnati, 
Cincinnati W I (er) P... (Dear oh dear.) 

49 REVIEWS 

Re-views, everybody needs good Re-views. With 
some peace and understanding, they can make a 
brighter day. Re-views, everybody needs good Re- 
views, next door is only a footstep away... 

90 UPDATES 

Up-dates, everybody needs good Up-dates. With 
some peace and understanding, they can make a 
brighter day. Up-dates, everybody needs good Up^ 
dates, next door is only a footstep away... (damn, I 
knew this wasn't a good idea.) 

93 WIN A DAY AT 
ALTON TOWERS! 

Sunny days, sweeping the clouds away. On my m 
to where the air is sweet, can you tell me how to 



This is the story 'bout a man named Jed. Used to go get, how to get to Alton Towers... Or something 



a-huntin' just to keep his family fed. Then one day 
while a shootin' at some food, up from the ground 
came a-bubblin" News... 




like that, anyway. (I'll tell you now that I'm having < 
great deal of bother trying to come up with rhyme: 
for these pages. I apologise for what is to follow.) 



HEIMDALL2 - -28 

Remember Heimdall? Even if you don't remember the 
rather smart isometric adventure game, you must 
remember the very 
dodgy Throwing 
Axes At The Serv- 
ing Girl bit. Well, 
even if you do or 
you don't recall 
the original game , 
its sequel is on 
page 28. Check it 
out now. 







GAMES FEATURED IN THIS ISSUE 



95 REPLAYS 

We're tiny, we're toony, we're all a little loony, 
and in this cartoony we're Replaying some old 
games. We're comic dispensers, we cut out all the 
censors, on Tiny Toon Adventures we play some 
re-releases^. (Do the words Deaf and Tone spring 
to mind?) 

103 KILL ZONE 

Oh. meet the gang 'cos the Tips are here, the Tips 
to entertain you. With music and laughter we'll 
send you on your way. We're raising the rafters 
with a Hey- Hey- Hey. So, meet the gang 'cos the 
Tips are here, the Tips to entertain you. T-I f T-l-P- 
S, Tips to entertain you -go.., 

118 PD ZONE 

This is the theme to PD Zone, the theme to PD 

Zone, The One they tailed me up and asked if I 
would write their theme song. I'm almost half- 
way finished, how do you like it so far? How do 
you like the theme to PD Zone?... 

121 A DAY IN THE LIFE OR.. 

Oh God. erm... Insert Games World Live music 
here please. 

124 BACK ISSUES 

Issues. Meet Back Issues, they're the modern 
stone-age family... (Er, miss a bit out here. ) .. 
they're a page right out of history.., 



BODY BLOWS 
GALACTIC..58 

Last month saw the 
definitive preview of 
Team 17's star-span- 
ning beat-'em-up. 
Now it's the definitive 
review of said fighting 
game. Go to page 58 
immediately. 




From the town of Bedrock, 



126 RECOMMENDED 

They're creepy and they're cooky. They're eeky and they're spooky. They're 
y altogether ooky, the Recommended games... (Yes, I know that's not even how 
it goes,) 

a 130 NEXT MONTH 

5 Nana, nana, na-na, na-na. Next Month! (That was supposed to be Batman - 
thank God it's over.) 
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DISKS AHOY! 

You would not believe what hot demos 
we've got lined up for you this month. 
Except you would because you no doubt 
scrutinised the coverdisks before you bought 
this magazine. Honestly, There are other rea- 
sons to buy The One apart from its brill disks. 
Oh, okay, so there aren't. 








LOADING 
YOUR DISKS 

1. Without making any jokes at 
all, take the disk you want from 
its bag. 

2. Without any silly comments, 
turn on your Amiga 

3. Being very sensible indeed, use 
the function keys to select the 
demo you want to play. 

4. SPECIAL NOTE TO 1 3 OWNERS 
- You may experience a few 
graphical glitches on the Atien 
Breed 2 demo due to some incom- 
patibility problems with a few 
memory expansions, We hope this 
won't spoil your overall enjoy- 
ment of the game. Thank you for 
flying with One Airlines. 




ALIEN BREED 2 



Team 17 



Grab a mate and prepare to 
pooh your selves 'cause Alien 
Breed 2 is finally here and 
we've managed to get hold of an 
exclusive level of Xenophobic fun for 
you to take a butchers at. 

In case you're not familiar with the 
Alien Breed format (like sure!), you 
must travel around a number of dif- 
ferent levels, destroying specific tar- 
gets while making use of keys, ammo 
and medi-kits that can be found 
around the complex. A variety of 
aliens wilt need to be taken on as you 
make your way through the areas. 



but help is at hand thanks to the 
wide range of weaponry that can be 
bought via the many Intex terminals 
that are to be found hither and 
tfther. 

But first things first - let's start the 
game. From the initial options you 
can choose to play in either one or 
two player mode, as well as deciding 
whether you want to share collect- 
ed credits or keep individual totals. 
By clicking over the choose charac- 
ter' option, you can select who you 
want to play as from the four avail- 
able characters. Once you've select - 




Fi re current 
weapon 



Run up 




OTHER KEYS USED 
ALT - Cycles through 
weapons available {Left for 
player one, right for player 

two). 

M - Call up level map (if 

bought). 





Christmas is gently popping its head around the corner and asking if it can come 
out yet r so why not play our demos and decide which games you'll be putting on 
your Yuletide list. Matt Broughton reveals this month's goodies. 



KB 




IAN THE LION 
OB' BAD DAY 



ed someone, you'll be given a 
description of what items or 
weapons they start the game with . 
Once you're happy with your choice, 
select the start game option, and 
hotd onto your pants. 

The game will present you with a 
briefing, outlining all the tar- 
. and objectives for that level, and 
then you're straight into it. The aliens 
waste no time in coming for you, so 
get out there and kick same serious 
bottom with your selected weapon. 
Coflect as many of the credits, ammo 
cfps etc as you can find because you'll 
run out of just about everything after 
a short while - at the top of the screen 
you will see both players' health, 
ammo and keys displayed. 

When you find an Intex terminal 
you cjn log Ortto it by standing near 
rt and hitting the space bar. Once 
you've logged onto the system you 
can access the information systems 
■ ■«. a-i -.hi- weapon and tool buy- 
ing facilities by moving the cursor 
with your joystick. It's so easy! 

Back in the game, the general rules 
ant to keep moving, use your keys 
wisely, and above all - don't wet 
yourself. Go on. Dive in. 





BRIAN 
THE LION 



Psygnosis 

From Reflections, the makers of 
the Shadow of the Beast trilo- 
gy, comes this superb and 
superbly playable platform romp, 
featuring none other than Brian The 
Lion. We've managed to get hold of 
a complete level for you lucky The 
One readers to play around with, so 
don't delay, load it up straight 
away) 

You control Brian as you leap 
and bound across the countryside 
with one aim in mind - to get 
across in one piece! There are a 
number of nasty 'animals that will 
do their best to stop you as you 
travel along, so you'll have to make 
the most of your fearsome claws 
and ferocious roars (Diana Doors 
and Klingon Wars) at all times. The 
nasty devils vary in size and will 
need to be dealt with in different 
ways, or just plain avoided. Small- 
er animals will need to be jumped 
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OTHER KEYS USED 
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bring up selection 


on bar 








OOT SECTO 



on, while larger animals will require 
you to give them a good old 
'shmack' in the face, or even better, 
scare them pooh-less with your huge 
roar. 

As king of the jungle, Brian has a 
number of talents which can be acti- 
vated by pressing space which brings 
up the selection bar Extra speed, 
larger jumps and his huge roar can all 
be activated from this menu by mov- 
ing the selector ball along with the 
joystick and pressing fire. Once you 
have your voice nicely warmed up, 
you can let rip by holding down fire 
and watching as your build-up bar do 



its thing. Once you've reached full 
power, release the button and watch 
those baddies bug out! 

Crystals are there for the taking as 
well as a number of other collectible 
goodies (I'm not telling you what to 
look out for - you'll have to find that 
out for yourselves!) 

Look out for springs and moving 
platforms that will help you as you 
traverse this hostile land, but most of 
all, don't fall in the water! 

It's all pretty simple and pretty 
good fun. So why don't you get on 
with it and stop asking silly ques- 
tions? You'll be glad you did. 





MEDICAL DISASTE ' ** 

THOUSANDS GET 



Well actually this isn't so much a disaster as a blindingly superb offer 
that we're able to offer readers thanks to our good chums at Psygno- 
sis. The first thousand readers to write in will receive a fully-playable, 
three level demo of Globdule to take home and love, and a quick 
glimpse at Simon's review on page 74 wilt show that weighing in at 
82%, Globdule is well worth a butcher's. So don't just stand their wet- 
ting yourself with excitement fill in the form below, stick it in an enve 
lope and get those requests in to: I BET I'M NUMBER 1001, The One, Pri 
ory Court, 30-32 Farringdon Lane, London EC1R 3AU 

Name:.... 



Address: 



City:........, 

Postcode , 



. . . .. „..,.. 






B's BAD D 



Psygnosis 

n Bob's Bad Day you play a bloke 
whose head has fallen off. Well, 
I not quite fallen off - he was rude 
to a wizard who decided that he'd 
nick Bob's legs and torso just for a 
laugh. The only chance you've got to 
get Bob's bodily functions back 
where they belong is to enter a 
strange dimension in his bodiless 
form and collect as much dosh as you 
possibly can to bribe the wizard with. 
Or something, I think. 
Anyway it doesn't matter that I don't 
know what the hell I'm talking about, 
what does matter is that you are now 
in possession of one small square of 
blue plastic that will probably give 
you a headache at best, and possibly 
send you crawling and dribbling to 
the doctor with strange eye defects. 
You control the world around Bob 
by rotating the landscape that sur- 
rounds him. Bob is affected by grav- 
ity (aren't we all) and will fall into the 
area that you've now put underneath 
him. You have to manipulate Bob in 
this way so that he collects all the 
money on that level, allowing him to 
escape through a warp doorway that 
will then open. This gate initially 
looks like four arrows, but will 
turn into a shimmering exit 
once you've done your job. 




This would probably be easy if it 
wasn't for the strange level layouts, 
not to mention the spikes and nasty 
pointy things that are just dying to 
rob you of your precious coins, and 
eventually your life. Oo-er, 

Yes, in true Sonic fashion, every 
time you hit something, you'll lose a 
set number of your total coins (shown 
in the top left of the screen}, and once 
you've tost all you coins, any contact 
will result in one very deflated Bob. 



Jump/At 

tivates 
thrust 
ability 

when 

collect 




Not UMd 



Thankfully we live in a fair land, and 
there are toys to be found around 
the place that can help (or hinder) 
Bob by altering the way gravity 
affects him. Some will make gravity 
pull to the left, some will make 
things go into slow motion, while 
some will even endow Bob with a 
thrusting ability (initiated by press- 
ing Fire) - not that that's going to be 
of much use to Bob seeing as how 
he's lost his lower regions. Chortle! 
A map is shown at the beginning 
and gives the player a chance to take 
stock of particular obstacles such as 
teleport pads and walls that must be 
smashed down, and then you're into 
the level proper. On later levels you'll 
find yourself equipped with the lat- 
est in bouncy balls which can be con- 
trolled - by gravity of course - and 
used to hash away some of the less 
desirable obstacles on that level. 
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The Small Print Bit. 

1. Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have escaped 
our attention. 

2. The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur. 



DAMN AND BLAST! 

Due to the extremely large of 
disks we duplicate there are 
bound to be a few which aren't 
quite all there. We're very sorry 
if you've got one of these but 
don't despair, help is at hand. 
Whatever you do, DONT SEND 
THEM TO US! Instead, send them 
off with a SAE to the value of 28p 
to this address : 

The One Coverdisk Returns, 
PC Wise, 

Dowlais Top Business Park, 
Dowlais, Merthyr Tydfil, 
Mid Glamorgan CF4S 2YY. 
Once you've done this you can sit 
back and wait for your replace- 



Ithat you can solve your problems 
down the phone, call the PC Wise 
helpline on (0685) 350505 
between 10.30am and 12.30pm 
on weekdays. 
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BODYBlOWS-h MEG| ....MM 

BODY BLOWS !A1 200 uERSIOH) 1*4* 

BODY BLOWS GALiCTICl' MEG'.- .17.13 

sou* hom siucne caiu* vmskjhi ■ i b.« 

BOSTON BOMB CLUB |HOl2) .B.t* 

BOXING MANAGER IN012) B44 

BRIAN THE LION ■ II.** 

BUifiJL-IC STH ■ , 11.41 

BURRMC RUBBER 1T,t* 

BURNING RUBBER |AI2M VEB9K5NI ■ 1 B J* 

CADAVER 4N01J3 .B.4-S 

CAt^ARfl HCGhCNOlir 11*9 

CAFSEB DELUXE . , 1*4* 

CAMPAIGN 11 MEG] iS44 

CAMFAH3N I 1 1 MEG) ' 12.44 

CANNON FOOOEH(1 HEOh-M- row 

CAPTIVE 2 . LIBERATION f1 MEG| MJ* 

CARDIACS > .*** 

CASTLES 2 (A1HW VLH5KJN) ZZ44 

CELTIC LEOErtJS 1«.4* 

CHAHFUNBHIPUAHAQERlt HEO) ..11.+* 
CHAMPIONSHIP MAAAOEH 33 

UPDATE H« (1 WEG| ' ,*49 

Ot»m.<l«4«F «JLHI«IR tUft (I Htdll ' Vf 

CHAOS ENOINE 1TJ# 

CHADS ENGINE |Al2M VERBHtq • ...IUI 

OhuCK »«« i .; i "ctii io 49 

: ivil rSA i ':.in I lMt-Li I VJ+!I 

CmUSATION I A1MU VERSIONI • 2MB 

COMBAT AW PATROL U.49 

CMJIAT CLASSICS 

1 1 I E STRIKE EAGLE I. C*» ATTACK SUB. 

TEAMVANKEEj|lME«)fN013) Ii.ro 

COOL BPOT* _ ».H 

COOL WORLD (1 MEG I 1T.W 

CORRUPTION (M^CROLLSJ .7.4* 

CRAZY CARS J nil) 

CHEEPERS IB.tB 

i:hii^i fcibaCC**** h H 

^fl»STA[ P.if,<-;rk-:.l» «77V I :.!•■) 



CURSE OF EMCHAMTIA |l MEG) 1 3.« 

CVBtRlTIMK- n.** 

CYBERSPACE (1 BEO). , 22.M 

D-QENEflATlO* 13.4S 

DARKMEREH MEG! 17.4* 

DARKSEEDd MEG| I1A3 

DINNIS (» 1 2W vf HSlOH) - ... .1*i** 

QfNNIS. 1t4( 

DESERT STRIKE (1 t*EQ| 1**4 

CH5FOSABLE HEW ■ 1*.W 

mat chinCF roiuFSLK i.«* 

DI23V % EKCELxEHT ADVENTURE, 1*,4* 

DOGFIGHT 1 1 MEG) ■ _... .22.44 

DONKfl MEG! - - 1**4 

DOODLEBUG -.- 14** 

DRACULAd MEGf — MM 

imr ami anl:<: 

ITRANSARTICA, STOntI MASTER, 

ISHARI |1 MED)* _..- 1U 

DHEAMWIBIIMEG)- . . . ??»> 

mum :i mH;: 1*** 

DUNE 2 ■ BATTLE FOR ARRAKJB 1 1 WEG: 20 44 

DUNGEON MAETCR* 

CHAM *T1MUI*tlACKll MBfi) ......... 14H 

DVh* BLAJTERS XHt 

ELITE - -14** 

elite ?(Frontieri _ jaja 

EPIC |1 MEB) _ 14.49 

EUROPE AN CM(UW(lNS;i MEG) 1T» 

EYE OF THE BEHOLDER |SBI| |l UE(i) 11*4 

EYE OF THE BEHOLDER 2 ; I MEG) 24.49 

Fl IDOMAHKK1MEG)- 17.B9 

F117A ilL'LTH fK.iMr t H ID 11 MLGM77 99 

F15*™iKE EA0LEJJ1 UEOl 12'.4* 

F1 1 CHALLENGE ■'.J'! 

F1B STEALTH FIGHTER iMOP) 11.43 

FABLES B FIENDS 

LEGEND U' K.Y1iN[II4 iNOHj |1 MECU3.M 

FACi OFF ICE W3CKEV (NOU) . ..*.4* 

FANTASTIC WORLDS 

.'REALMS. PIRATES, MEGA LO MANIA. 

IWULOUS. WI.H.IJHII ifOtJl NIQ| (KOUI35 •« 

FIBEtlCE 1T.1* 

FIRST 34MURAI * HEGA .a MAMA INOlS) I3.H 
FLAMES OF FREEDOM HBIW1NTER 2)111.93 

FLASHBACK [1 MEG) 2fl.Be 

KOTIALJUA OP Tt* VEAh i (NOiJ). .».** 

FOAMULAl GRAND PRIX 1S.4* 

FUTURE WARS I'NOII) IDAS 

Glfl MEG)- 17.** 

GAUNTLET* I.** 

GAUNTLET 1(ND1 2) 1 E.*9 

GEAR WORKS' 1E.AS 

GHOULS H GnO*TI .„. 7,4* 

»OHH*LE- „-,,-, M.« 

GOAL 2S.44 

GGBLBHS2 11.4* 

GOLF WORLD CLASS LEADEHBOARD B.f* 
0RAMAM«Cl«;HW04H.D 

CLASS CRICKET |1 HEO.) .. 1*4* 

GRAHAM GOOCH DATA DISK' I3S9 

ORAHAM TATLOm 

SOC^EH MANAGER (1 HEC| ....114* 

GRAND PRIK CKCIMT* .14* 

GUNSNtP 2DDD 41 MEG) 22.44 

HARLEQUIN _ 1744 

MEAD OYER HEELS -.-.- J,** 

HEIUDALL i 1 UEGl |N01 2| 124* 

HEROOUEST * DATA DtBK |N012| B44 

HEH0QUEST2' 

TH«L£c*CTOf SO*A*L(H*IS] ..MM 

HILL STREET BLUES IT4C1 !| 1.4* 

HIRED GUNS |1 MEG) 2244 

HISTOBTLWE 131 4- IB 11 MEG) 23.** 

hualYwc** COLLECTION 

K'iCjBOCOP. OHOSTBUSTEflS 2, INDIANA 
JONES ACTION, BATMAN THE MOVIEI DiB 

iNOPl *.44 

NOOK 1144 

HUMANS J(1 UEGl- .,„,„_,_ ....MM 

HUMANS DATA DISK IMD1I) 1*44 

HUNTER l»*DII) .7.44 

*K* .... . „...., 7M 

IUUORTAL4ND12) 10.44 

INDIANA J0f»ES 2 ACTION 

4FATE OF ATLANTIS) 17 44 

INIIIANA JONES ACTION ,.,. 9l** 

INDIANA JONES ADVENTURE 1144 

•WHANA JONES FATE OF 

ATLANTIS ADVil MEGl 24.43 

wmiceNT(i ••*«)■ ..raw 

■NTEBHATH9NAL HUGB* CHALLENGE I4JH 
■TTEBHATIONAL SPORTS 

CHALLENGE (NOl 2) Ti.9* 

ISHAfl 2 - LEGIONS OF CHAOS i'1 UEGH 3.44 
EHAR ! ■ LEGIONS OF CHAOS 

1*120* DEHSIGN) • - _ _ IB.B3 

P UAML I RUM 1HL UtStHI PLUS 

AHT HEADS P*l» DISK (I MEG) 14.3* 

JACK MCKLJ.US C0LF,-,-,_,.„ «.i* 

JAGUAR XJ220 11 MEG| 11.43 

JAMESPOND .. .B.«* 

JAjHn*qi*Di-no*oCO« , .. «,<* 

JUHIV WHITES 3MQOKEA ihlN 

jin>:ter;m.scrdllsi 44* 

.|[*MM MAIMIhH^ |l|» HI rDOTBAk.l. .1 T.M 

.lURASSlC PAftli (1 MfGf 17,** 



JUHASStCfAHK-iAIZtBYEHSION) ..13.44 

Ki«;i4UTO*A7lliM£C) MM 

Kqa .MM 

KICK OFF 2 |l MEG) |NOl2) 14* 

KINGDOMS OF GERMANY ll WEGl - ...1*44 

KINGS QUEST I ■ 10.44 

KIT VICIOUS- .,..,..l*.*t 

KNIOJ4TMARE 1J.4* 

KNKafTEGFTHESKVjl MEG) 1i»4 

KHUSTV'5 SUPER FUN HOUSE 1*.*4 

LAST Nirvi* 1 (HOttr......... ,, MD 

LEGEND IrtORLD OF IECFND) 1.1 41 

LEGENDS |KHIHALB)|'1 **EGj • 1644 

LEGENDS OF YALDUR |T MEGl ..... ..23 49 

LEISURE SUIT LARRY ■ (1 VEGj* 12.49 

LIMMHG* 1149 

LITMBBJ 144* 

LEMHHGS DATA D*3K - OH NO" *« 

LINKS ■ THE CHALLENGE OF 

OOLPll **■«)- 17.44 

LIONHEAftT , „.-1T*» 

LOMBARD RAO HAIJLY 7*9 

LORD OF THE IPCS _ 17J» 

lOHUOl '"II his:.;;,, 

TWO TOWERS |i ME4) »4* 

LOST VIKINGS 1*.** 

LOTUS 3 THE FINAL CHALLENGE 1 1 NEO) 

(WOI2) 19.49 

i 1 1 ' US 1 URBO CHAI 1 1 NG I I |S!i 1 2| • S9 
LUREOFTHE TEMCTfiES9(1 l*EO| .1*44 

Ml TANK PLATOON |"1 HEO) 11.4* 

MAGIC BOT ■ IT.M 

MAGIC WOALftS 

.'STOflU UASTFH. DRAGONS BRF ATH 

CRYSTALS OF AHSOREAl |UQ1 f | . .4B.4* 

MAGICIAN'S CASTLE |1 MEG)- 20.43 

MAN j TO PPEMIEH LEAGUE 

CHAUPKJHS (1 NCG| ■ IB.4B 

MAta^wFSTFB UNITEfr MB 

MANIAC MANSION 4NOI2) I 3.49 

MICHO MACHINES ■ f B.B4 

MiCA0»O0*E » 041*1 11 MEG) T3.M 

MIG»(1 MEG) _ .....tMJ 

MONOPOLY VB.il 

MORTAL KOMBATM MEG)* 2B.BS 

MR NUTI |A 1 2H1 VERSION) - 13.49 

NI*7fAlANOSTOR»t'*Ol2) I,** 

NICK FALDOSQOLF 314* 

NICKY BOOM 2 1E.H 

NIGEL MANSELLS WOULD 

CHAMP SHIP |1 NEC) „. 15.** 

NIGEL MANSELLS WOHLD CHAMP SHIP 

IAI2O0 VERSKJNI I 3.44 

NIPPON SAFES (1 MF.GJ 2U.4* 

NO SECOND PRIZE 1«.«* 

OflE STEP BEYONOH MEG) 14.** 

OPERATION STEALTH |MOI2) 1144 

OPEHATKJNWQLF(NOl2| .7.44 

OVCNDfllVI (1 MCGj KVI 

PANO 7** 

PAMZA KICK BOXING |NO!2| ..4.4* 

I-'AIRICIANIIMIGI . 2C44 

PERFECT OENERAL 11 Wt 

PEHFECT OENERAL G ATA DISK 144* 

PERIHEL«N;I MEG)< .2*44 

PGA TOUH GOLF ■ COUHSES 14.4* 

PCA rOUR GOLF COURSE OHfi ........ .1 1.44 

PBtBALL DREAMS |1 HEO) .. ...„.„.„,1J4* 

PMBALL FANTASIES 1(4* 

PWATES (NOP) 144* 

PfflPIGMTfH 7.44 

PLAYER MANAGER |N012) » 4* 

POOLS OF DARKNESS *** 

POPULOUS A PHOMIBfO LANDS (M012) 1044 

POPULOUS t SIM ClTT I T.44 

piT: .--iji niif. if i m:'.: . 

CHALLENGE DATA &SI£ ±14* 

POPULOUS I CHALLENGE 

DAT* DISK |l MEG) 1Z.44 

POWER uf 

(CHASE H.D, TUftfttCAN, K OUT. 

ALTERED BEAST. RAINBOW I5LANDSJM.43 

PAFUlFH MAW4NIH |l UFIi. , 1(4* 

PREMIER MANAGER 2(1 MEG) 1643 

PHEMIERE i'1 MEGl - 1149 

PRIME MOVER 14.39 

PRINCE OF PERSIA |1 MECi .' N'l 

PHO TENNIS TOUR Jl 12 4) 

PROJECT J ISPECIAL EDmON] (1 MEGl 10.49 

PUGGSYd MEGl- 20.43 

PUSN-OvtB |1 MtGl .. ...IT.4B 

PUTTY 13,4" 

QUEST 4GL0HY 

I KHXiDWYCN. "NTmHTER. 

CADAVER, BATKNC1IJ 13,43 

QUESTBDK 2 |5SI| |H01 2\ S.49 

QWA^^ 9.94 

H-lTPt|N0l2| T.SS 

RAILROAD TYCOON (1 MEG] 14.43 

IIAIhHNW! ill . K. NUN 

(BUBBLE BDE4TLE RAINBOW ISLANDS, 

NEW IEALAND5TOHT)(HOP) B.B4 

RALLT (i MEGl- .....aft* 

having mao 

|me0 a twins, james pond 2 - 

nOBOCOD. ndCK-AHD) ll^f 

REACH FOR THE SKIES 20.4* 



RICK DANGEROUS (HOIK -7.4* 

R04O RASH IT.** 

RC4« HOOD LE«ENP QUCST . 1M 

RDBOCOCAEQ IA12D0 VERSION) 17J* 

HDOOCDP 2 _ 74* 

HDOOCDP 3 |»012| 114* 

ROLLIN6n«IHNT4r(Ol21 (AS 

ROMFll MFC) ,.„.,„,„ 1MB) 

RDRKE'S DRIFT- MM 

RULES OF ENGAGEMENT 2' 214* 

KT|l|HC«P|*17«vtBSlClNf 1(44 

RYDER CT*. ._ 'MO 

SABRE TEAM ,..,....114*. 

5ABRE TEAM (A12W VERSION)- 19 49 

*CH*SBLE(US GOLD) - - 14 43 

SECOND SAMUHAJ IT MEGl ■ 20.43 

-UK"ETC*MOW(V*SliNP|i MEG) 12 99 

SECRET OF UCNKE* ISLAND! |! MEG) 24.4* 
SENSIBLE SOCCER | 32*93 SEAH0H1 13,43 
SHADOW OF HIE BEAST 2 (WHH TSH*TT( 449 

SHADOW OF THE «*ST i 14.H 

SHADOWLANDS* 9.42 

SHAOCWOHLOS IN0121 3,99 

SHOOT-EM4IP COKSTTTUCTIOA KIT (NOIIi B.99 

SHUTTLI(lM10J ir.4B 

SILENTSERIrtCE2|lM*Gj(N<7P) „ , H,<( 

SIM CITY DELUXE 

(EH CITY. FUTURE CITIES * TERRAIN 

EDfTOHl 22.9* 

SIM I IFF | Aim VERSION)- ra.H 

SIMC4- THE SORCERER ( 1 MEG) 22.49 

SHDN THE SOnOERER | AI 230 VEHSlONl 25.49 

Sleepwalker. 12.9* 

SMASH TV „ I.** 

SOCCER *■> _,., „.,..18.» 

SOCCER rim i'A1 200 VERSION). 19.4* 

SOUP TREK |THE 9EARCH FOR STOCK) -11,99 
SPACE CRUSAOE > DATA DISK J ND12)14 44 

SHAC8 tmiLK 20.4* 

SPiRIT OF EXCALHU-R (1 MEQ| |HOP|. .94* 
SPOHTS MASTERS 

IPGA GOLI . INOV MW. ADVANTAGE TENNIS. 
EUROPEAN CHAMPIONSHIP S 1»2) 

II ME0)(ND12l 20.4* 

BTAR 1REK - rE-TH ANNIVERSARY 

IA12O0 VERSION) 2244 

STAHBLAOt (NG-12) *.** 

EtTAROgST- ,. .,11,** 

STEVE DAVIS SNOOKER 104* 

STRATEGY MASTERE 
(PORUtOUS. HUNTM, |4N«JT OF 
EKCALIBUR, CHESSPLAYER 21*0. 

BATTLEMASTER)j1 MEG)(H01Z) J149 

5THEETFIGHTEH 2 11.44 

S1HlKF(!.;i MFfl) ., , lftl? 

STUART PEARCES SOCCER SELECTION-* 
(KICK OFF 2. WDflLD CHAMPIONSHIP 
SOCCER. MANCHESTER UNITED, 
lull HHiNONALSF>CCC«l)iNC>121 ...H.44 

STUNT CAR RACER (NOl2) rwt 

SUPEH DAHS |N012| 7.4* 

SUPER CARS 2 |NOP) 444 

SUPER CAULDRON „. ,„.,.1T*» 

super frog (1 meg) 1*4* 

supeh hang on 7.** 

super heho 14*4 

Super league manager <i megi ...iblab 

SURER SPACE INVADER*- *4t 

SUPERSKI 2 (N012) .*** 

SWITCHBLADE 2 (NG12) .94* 

SWTVINOF) 449 

SYNDICATE (1 NEG) MM 

TERMINATOR 2 - -2U* 

TFX IAI2D3 VERSION! > .22*9 

THE BLUE B THE GBCV 1 1 MEG)' 1*44 

THE L«T TREAStMbES 0* CWOCOM 1 
42* CLASSIC INFOCOM TEKT 

ADVENTURES) (NG -J) 24J9 

THE SETTLERS- J0.4B 

YH£AT*lEOfOfAl«- ... 2444 

THUNDERHAWK 10.** 

TTTUS THE FOK _..44B 

1I.IHFUAIJIJ |1 MC4) ..,,,.11.49 

TBANSARCTICA 1L49 

TUHHICAN TJ» 

TUHHICAN 2 T.B9 

TYlPa)rT*H73N4](H012) 13,4* 

TV 'SPORTS FOOTBALL (NQ1J) H(l 

ULTIMA 5 IN0121 9.49 

UTOPIA , DATAOtSK 11.99 

*KMM- H[L0O» CONQUEST |l MEG) 11.43 

VROGM INCHII »3.4* 

WALKEH _._ _^ _ 1B.B9 

WAH INTWBGULf IB.BB 

WAIWONKSd MEG) 22.99 

WHEN TWO WORLDS WAH (1 MEG) - 21 .49 

WING COMMANDER 1 i'1 MEGl 404* 

W1Z PT UZi 29.43 

WU-KJIO 17.4* 

WWtOtRDOa- „.„.,.„. 1441 

WOOD* S WORLP 1 1.» 

WWr-WREBTUNGINOlU 1144 

vm- WHLSlLJWi Z(l MLG).. 11*1 

lEMOH I MtGABIASr **f 

SOMAS LEMMINGS ■ 144* 

TOJM!' -M^> 

im MCK«ACKen(N->i2) i«*t 



IOOL(1 MEG] _ 104* 

IOOL (Al 200 VERSION) 1*4* 

EOOL 1 [I M*0] IC.f* 

EDUCATIONAL 

AD1 EF4GLI5H |l M2YH5I IS 49 

AB FRENCH 1 12-11 YHS| 1444 

ADI FRENCH ||A-14 YHS| .1*JNJ 

ADIJUNK3H COUNTING |6 7 YHS| 144* 

ADI JUHtOR READING (4-GTRSI 14.4B 

AI>J41HKlHHI*[llN[.i;ri.fVH5l . . 1448 

ADI MATHS. ;11-12 YRFVl ..-1*44 

ADI MATHS ;i 2- 1 3 YRS| 1*4* 

ADI MATHS (1 3- 1 1 YRS) 1*J*> 

ALVNS PUZZLES LOGC 

AM *PELLI»1G GAMES (t-1 TRSl 11.49 

AMOS EASY <FIR*T STEPS. TC- 

PHOORAMMIHGl 22.4* 

FUN SCHOOL 2(2 S) S.43 

HM SCHOOL I (B-*) _~ *A* 

FUN SCHOOl 3(2-5. VRS| . 14.4* 

FUN SCHOOL 3 (5-7 YRfifl 14.4* 

FUN 5C440QL 3 (7* YHSl I4.4B 

F UN SCHOOL 4 (I-B YHS] IB.4B 

FUM SCHOOL *1S-TVRSj 1Bi4* 

FUN SCHOOl 4(7* YRJl ...1*4* 

FUN SCHOOL SPECIAL - 

MERLIN S MATHS (7- 1 1 YRE) . .._ ' fi.M 

PUN SCHOOL SPECIAL- PAINT * CREATE 

EDUCATIONAL ART |5* YRSl ..„. 1*4* 

PUN SCHOOL SPECIAL 

SPELLING. FAJH (T-13 YHB] IB. 99 

MICA MATHS (A' LtVtL COURSC) . TT.4S 

MICfid EhOLISH .. lt.ro 

MICRO FRENCH „,„.„..„.. tT4t 

MICRO GERMAN iT.i* 

MICHOMATHS tl.41 

MICHOSCalNCI 17.44 

MIlW: SPANISH 15.M 

NOOOYS BIG ADVENTURE 
FOLLOW UP TO NODDY'S PLAYTBIEU 7.4* 
NOOOY-S PLAYTIME (EDUCATIONAL 
PROGRAM FOR OlItORFhl ACED3*) 

It MEG) 174* 

PAJNT PDT2|'4.1* YPS) 13.** 

WtRCHT WHERE? WHAT7 (4-4 YHS| ...11.4* 




I 



JOYSTICKS 

HOLUSIICK hand held 

JOYSTICK 

(M4CB0SWITCHLU, 

AUTOFlREl 

1LT.M 

CHEETAH I 
RLM3 J0YS,TKp; 
(MtCHDSWTTCHEO, 
AUIOHHI I 

13.99 
CUHPLTiriON Pfla EJCTfLA 

JOYSTICK IClEAR HASt, 
«ICH»SWlTC)*fE>, 
ALiTOFIFlEl 11.44 



+ 



fREEWHEEL . 



STEEPING WHEEL (DIGITAL) 

FLTR AMIGA (WOHKS. AS A 

JHSVSTICK dh with 

FOOTPCDAL) SLRTS MOST 

OfllVING GAMES S.99 



€ 





GPLAVlKjOrsTlCKWirH 
FOAM PADDED GBP. 
*CUUST*R(.E KANLXE 
TENSION A PROGRAMMARLE 

FIRE BUTTONS B.H 

KONIX 

SPEEDKINGJH3YS(1CK 

lAUlOHHL) 10.SS 

LOGIC 3 DELTA 

HAV JOYSTICK 

(HICHOSYYITCHECi, 

AUTTOF1HE] 

run 




LOGIC3P4NTO 

MM JOYSTICK 

IMICROSWITCHEOI 1D.99 

LOClC 3 0.UA1 HQ 

J0Y3TK*; 

(HKROSwITCMEDI 10 » 



UTILITY 



JfjCOMSTRUCflONKll 

(WITH FREE TUTORIAL YIDFOi 17» 

30 CONSTRUCTION KIT 2 114* 

AMOS IGAMES CHEATORI 30.44 

AMCIS 3|3(HIUU«L5 AMOS) 27 44 

AMDS COMPILER |I)FQV1RFS AMOS) 1*4* 
AMOS EASY | FIRST STEPS TO 



1 



m 



IAJUK3SIGMA-HAV 

JOVFLTICK 
(MICHa5.WITCHED, 

AAironnel ... 

11.49 



AMOS P»OFEEBCNAL 

(MOAF COwn YFA-4IOHOF AMO*)U44) 

AMOS PROFESSIONAL COMPILER .. U 4» 

DELUXE PAINT 3 IYATM ANIMAT1DH) .. 1*4* 

CELU7.C PAINT 4 1 1 NIC) 

.;HAM MODC * ANINATION) .. „ ... ., 444* 

DELUXE PAINT 4 

(AGA FOR AWGA 1200 WORKS H 

2H COLOUR AND NEW i BIT HAM MODE) 

(•44 

ACCOilNTS MM 

HOME ACCOUNTS 2 SU 

KIND WORDS 3 WORD PROCESSOR ...1*49 
y ., Qff ,: 1 

(WORD PROCESSOR SPREADSHEET, 

DATABASE AND DISK UTILITIES) K 4* 

PEN PAL WORLTPHOCESSOR hi 49 

pOWfPlWOPK.S 

(MAMPLAN PUftSPREADBHEFT **£> 

VlOR0S2WOftD PROCESSOR INFOFH.E 

DATABASEl 1NOP1 1444 

*UHi*HlA tr>AOi LAYOUT PaCkAoU, 
CAN PRODUCE BLACK AND WWTE 
SEWSLE TTEHS. FLYERS. ANNUAL 
BLPOHTSANDMAGA23HHS. HEGU'RES 
ONE EXTERNAL QELlt Cmvf 0* HAAO 

DRIVE 1 1 MEO)(NOl2) 30.4* 

TECNOPLUS BUSINESS PACK FORAMGA 
(WORDWOAThWORD PROCESSOR. K- 
SPREA0 7SPBE44>*HFFTAIIDK-BAIA 

DATABASE) |1 MEG) _ U,** 

WDRDWORTH V.2 WORD PROCESSOR 

(1 MEGf.AiGA COMPATIBLE) 7S.4B 

AMIGA CP GAMES 

ALFRED CHICKEN « - 13.99 

BURHHQ RUBBER ■ ,.,,„,. „ 31. H 

CVOEHERATION - 11. Sr* 

OONK* 13.99 

LOTUS TRILOGY (LOTUS I, I, 3) ■ 24.B9 

MICROCOSM- 29.B* 

PINBALL FANTASIES. S9.90 

HODOCOD* 20.** 

RtMnCliP' 21.ro 

SLItPWALKIR- 21.** 

TF1- 34,** 

IQDL ■ _...!! .M 



MINI 

compitttt>o« Pfio am 
jOYamc*;- 

lUICROSWITCHEtl) 13 » 

, POWER PLAY CRUISER 
TUJRBQ JOT STICK 



k 



(HKHD5WTTCHED, 
ALrTO - " 



LLFTOfinE) ll« 




QUICKJOY 
FCWTPEOAL 

FOR AMIGA 
DRST. 



IRANSFLKS ANY JOYSNLK 
FUNCTIONS TO FOOT PEDALS. . 1B.9S 



.V 



I QLIKIUOY JET FKSHTEFt 

JOYSTICK. IMICBOSWTTCHED. 
jAIITORREt 119» 

OLNCKJOY BUI 

JOYSTICK 
|MICHO*WIIC)*tJDi 

OUKKJOY TOP 
STAR JOYSTICK 
I'MICHClSWITCHFD 
17.49 
UUlCKSHOr 

H 



MAVERICK 1 

JOYSTICK ' 

(ALrroFiAE) ii.«| 

OjUtCKSHOT 

1 37F PYTHON JOYSTICK. 



!k f 

ALITOFlflF 

4» 



BiAUlUMHLi 
OUICK94HOT 1SS 
AVIATOR 1 
JOYSTICK ( 

(MICROSwiTCHEO) ij-»| 

SAITFK MFGAGRIP 

1 JOVSTIC* 

(AUTOFIRL) 



l 




• ll,** 



FiCLLOKINU 

ANALQ434JE JOYSTICK FOB 

AMIGA IFOfl PROKJflTIOAIAL 
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H COMMODORE AMIGA A600 

LEMMINGS PACK 1/0 

WrTH DELUXE PAI WT 3 AND LEMMINGS 

HAME, BUILT-IN TV MODULATOR, MOUSE, 
WORKBENCH 2.0, 1 MEG RAM EXPANDABLE 
^J* ^ W^ , TO 10 MEG. 1 VEAH IN-HOME SERVICE 
^^ WM ^^J WARRANTY SAVE £50 174.99 

COMMODORE AMIGA A600 LEMMINGS PACK 1/0 

AS ABOVE COMPLETE WITH SONY 14- FST KVM1400 

COLOUR TVWOWlTOft AND SCART LEAD. SAVEE70 ......... 354.M 

MMODORE AMIGA A 1200 LEMMINGS PACK 2/0 

WITH DELUXE PAINT 3 AND LEMMING &, 
MOUSE. BUILT-IN TV MOOULATOH. 
2 MEG RAM EXPANDABLE TO 10 MEG, 
33 BIT SM20 1 \A MHz PROCESSOR. ACJA 
GRAPHICS CHIPSET. WORKBENCH 3.0. 
1 YEAR IN-HOME SERVICE WARRANTY. 
SAVE £64 264.99 

COMMODORE AMIGA A 1200 LEMMINGS PACK 2/0 

AS ABOVE wrm overdrive ssmb hard drive...... *64.9* 

COMMODORE AMIGA A120D LEMMINGS PACK 2/0 

AS ABOVE COMPLETE WITH SONY 14" FST KVM14W 

COLOUP TVWOMTTOfl ANO 5CAHT LEAD. SAVE FB5 «9 9** 

COMMODORE AMIGA A 1200 LEMMINGS PACK 2/0 

AS ABOVE PLUS OVERDRIVE 8SMG HARD DRIVE COMPLETE 

14" FST KVM14O0 COLOUR TV/MONITOR 
SCJUTTLEAO SAVE COS OM RRP 639.** 







COMMODORE AMIGA At 200 
DESKTOP DYNAMITE PACK 

WITH WORPWORTH 2D AGA WORD 
PROCESSOR, DELUXE PAINT IV. 
PRINT MANAGER, OSCAR AND 
DENNIS. MOUSE, TV MODULATOR, 
2 MEG RAM EXPANDABLE TO 10 
MEQ, 32 BIT 6M20 H MHZ 
PROCESSOR. AGA GRAPHICS 
CHIPSET, 1 YEAR IN-HOME 
WARRANTY. SAVE E5D 2W.99 

COMMODORE AMIGA CD-32 CONSOLE 

< WITH OSCAR AND DIGGERS GAMES. 

| CD MSEC CONSOLE WITH AMIGA A12A0 
POWER, 25*,0» COLOURS FFQM 1 6 
MILLION. FAST MOM PROCESSOR, 
2 MEG RAM AND t 1 BUTTON JOT PAD. 
CAN PLAY AUDIO CDS AMD CD+G DISCS, 
FULL MOTION VIDEO ADAPTOR AVAILABLE 
SAVE £14 -285.99 

COMMODORE FULL MOTION VIDEO ADAPTOR FOR CD-32 

(VI DEO-CD MPEG ADAPTOR), OIYES rue CtW7 THE capabili* V Of 

FUNNING VIDtO FROM CD WH€N THE SOFTWARE BECOMES AYMLABLE, 1»» 

COMMODORE AMIGA CD-32 AS ABOVE 

COMPLETE WITH SONY 14" FST KVM1 400 COLOUR 

TV/MQNITOR AND SCART LEAD. SAVE £43 ON RRP ,,,,.465-99 




FOR A FREE COLOUR CATALOGUE 
PLEASE CALL 0279 600204 




HARD DRIVES 

OvtmftVf HIGH SPEED HARD DRIVES FOR A1W0. 
FlTBKAl DRIVF 9TYLFD TO MATCH AMKSA FLU&4 
WTO PCMCIA SLOT. bS 1LHNAL PS-U. SEAGATE [WIVE 

.A»fT ("THE FASTEST DFWVE £VCT REVIEWW a* CU"]. 
NCUKJES ClVIUig ATIC1H □ AMEANO AQ TOOLS 
SOFTWARE. I YEAH WARflANTV. 



OVERDRIVE HARD DRIVE 85 MB 

OVERDRIVE HARD DRIVE 170 MB 259.99 

OVERDRIVE HARD DRIVE 2S0 MB ,299.99 




SCART TELEVISIONS 

* MONITORS 
COMMODORE 10WS 
COLOUR MONITOR 

SOUND OFFICIAL UK 
MCLUDES AMIGA 
If AD AND I YEAH. 

179.99 

COMMODORE 1940 
HOMTTOR 

mfWimtl SVGA AMD ALL 
*"■'* tJOO Attn 4000 GRAPHICS 

KtU C J! DOT PITCH. H" 
I*SP\JY WHT IN SIEREO 
9-EAUA4 FOB QUALITY SOUND. 
OPKML UK YERWON. 
•C'LtABWrm Al«i* ADAFTiOfl 

284.99 




PHILIPS 15 FST 
COLOUR TWMONITOR 

■TTH TUJTEXT AND REMOTE 
:gt>TBOl HQDEL kSPTIBTA. 
■Ml PWOGRAHMmG. FRONT AY 
•OCKETS. REAR 5CAHT INPUT. 3 

*fjm WUWJLNTY, TELESCOPIC 

ACJUL. mtt SCART LEAD 

ram jumu, »t. meoaqpjve 

OHMES! 

SAVE CIS OFF RRP 

,...234,99 



SONY KVM1409 14" FST 
COLOUR TV/MONITOR 

WTTH REMOTE CONTROL 

BO CHANNEL TUNING. HEAR SCART 

INPUT. HEAOPHONE SOCKET. TWO 

POSITION: TILT BLACK THMITHMI 

5CHEEN.LO0PAMIAL. 

FREE SCAftT LEAD 

[STATE AMIGA. ST. MEGADHIVE 

OB 3NE9-), 

SONY TV (GREY) 1 H..B9 

SONY TV (WHITE] 1M.H 

SONY TV WITH 

FASTEXT OPTION 2«.M 

GOLDSTAR W 
TELEVISION 

WITH REMOTE CONTROL AND 
SCART INPUT. 

FHEE SCART IE AD 

ISTATE AWI0A, MEGAURIYE OF 

9NES] -154.99 
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PRINTERS 

CANON BJ-10EX BUBBLE JET PRINTER 

M NOZZLE. 10 COLUMN, *3LQ CPS 1LOV1 CRAFT FONT 1 YEAH 
MJUWANTV FREE PRHTER LEAD. A SHALL PUHTAOLE PRINTEH,. 
«*Y DU*f IH OPCHATtON VET GIVING OUTSTANDING PRINT 

i.AUTY ...199.99 

CANON BJ10 SX BUBBLE JET PRINTER 

to taCHlE. 80 COLUMN, 1 MMjO CPS O.0i2 DRAFT FONT, 1 >'EAR 
WAHBAHTY. FREE PRINTER LEAD. A SMALL. PQnTAfll F PAINT FH 
.FRY QOIFT IH OPFHATIDh TET GIVING DUTSTANUINti -MINI 

OUALiTV, FASTER AND QUIETER THAT THE BJIOEI 21 5.99 

CITIZEN SWIFT 90C COLOUR PRINTER 

3 mm. Sd COLUMN. 34*CPS>HNLO.€HLQ FONTS. 3 YF*H WARRANT*, 
• BEE PH'NTER LEAD A f PIN PHWTEH WITH CULUUH l-AL 'LI I t AND 
FULL PAPER HANBLINa FWNffTlONa ,. ,164.99 

CITIZEN SWIFT 200C PRINTER + COLOUR kit 

.4 PIM RC mi LJMN, JI6CPS."72La G LD/I DRAFT FONT. AUTO SET 

FACIUTT, INPUT DATA BUFFEH. AUTO PAPER LOADtNQ. ENVELOPE 
PRWTlNG, 2 YEAR WARBANTYFHEE PRINTER. LEAD. .... .21 6.99 

CITIZEN 240C PRINTER + COLOUR KIT 

:i PIN. K CCKUMN. rJHCPS.'flftl (I «LD/1 DRAFT FONT , Z TEAfl 
WAHRAHTY, FREE PRINTEH LEAD. A UVANCCU VERSION OF 24E *TTH 
AUT04ET FEATURE AMD LCD CONTROL PANEL , .,259,99 

EPSON L01 00 PRINTER 

21 PIN K COLUMN, £50 CPS/7? LO B FONTS 12 SCALEARLE), Q JIET 
50CB NOf6E LEVtL. EASY TO USE CONTFlOt OANFI , FREE PRINTER 

LEAD. 1 YEAR WARRANTY. EXCEPTIONAL QUA! ITY LOW C04TJ4 

PIHPPJNTEH . ..164.99 

EPSON STYLUS BOO INKJET PRINTER. 

U NOZZLE, BO COLUim, 1 5DCPS Lfl, 3BOOPI MESOLUTK3N. * 

SCALE ABLE FOtfTS, LOW RUN*»in COSTS, EASY TO USE CONTnOL 

PAMEL FHEE PRINTER LEAD. 1 TEAR WARRANTY ...259,99 



MICE 
ALFA HEQAWDU&E 2 FOR AMJGA Ofl ST. 
XO DPI, HIGH QUALITY HOUSE FOR 

A BUDGET PRICE 11.HJ 

DATALUX HOUSE FOR AMIGA Of) ST 

<K>0 DPI, CLEAR DESIGN* . IS.W 

LEGEND TRACKBALL FOR AUIOA 
RE-PLACES STANDARD MOUSE FDR ALL 
MOUSE SASFP 0PFRAT1P»S. 

COMFORTABLE F RCiDHOMIC FEEL. 

SUITE Q MAdHLY TO HIGHT MANbLD USERS. 

23. « 

HSO TRUEMOUBE FOR AMIGA OR ST. 
2OCH0UOP! RESOLUTION. COMFORTABLE 
FEEL AND LONG 

CORD 1S.4S 

MOUSE MAT {JUNGLE SCENE] WITH 
SPONGE BACK AND COLOUR PHINT . ..S.H 

MOUSE M AT WITH SPONGE BACKING *M 



LEADS 



»FI LEAD ■ AMJKSA OR ST ISTANDARD 

PHOWO INPUT). J METRES 3M 

MONITOR LEAD - AMIGA TO PHILIPS 
CMB833 MFL2 OR CBN 10S4S. MONITOR T.H 

MOHnOR LEAD - ATARI 9T TO PHILIPS 
CMS933 UK2 OH CBM 1QMS MONITOR 7.a$ 

SCART LEAD - AMIGA TO 

GOLDSTAR TV „..., «.» 

SCART LEA* - AHK3A TO PHEJPS. TV . fl 3S 

SCART LEAD - AMIGA TO SONY TV 9.99 

SC ART LEAD - AMIGA TO TELEVISION WITH 

SCART IHPLTT fl.99 

NULL MODEM CARL* J.B* 

PRINTER LEAD {PARALLEL) 1 .i UETFlES 

FOfl AMHSA. ST OR PC T.H 

SWOCHLH BOX FOR AMIGA. ST OR PC. 
CONNECTS TWO PfllNTEFtS OR TWO 
PERIPHERALS TO PARALIF!. PPtNTEH 

PORT MANUAL SWrTCMER. AEOtllRES 
SWTTChttH LEAD 1«.9S 

SWmCHIER LEAD IS.TH AIGH T rHHULLill 
CABLE). LONNLC'rs AMIGA, STOHPCTO 
SWnCHLH BOX. 1.« METRES 
PAHALLEL {MALE TO MALE Si WAY D 
CONNECTORS) f.H 

AN ALOQUE JOYSTICK AflAPTOR FOR 
AMIOA. ALLOWS ANY IS PIN ANALOGUE 

PC joys ricn TO 6L USED ON ALL AWOAS 
WITH GAMES THAT FEATURE ANALOGUE 

CChNTR^JL T.» 

FOUR PLAYER JOYSTICK ADAPTOR 

FOR AMIGA OR ST , T.f* 

JOYSTICK EXTENDER CABLE FOR 

AMIGA OR ST (3 METFttS* fl,*S 

PORT EXTENSION ADAPTOR FOR AMIOA 
OR ST JPACK DF TWOl. EXTLNUS 
JOYSTICK ANU MDUSL IKlHfJ BY 

21CM6 5.» 

A'lll SUHtiL iflif MULTlPLUG 

EXTENSION LEAD FOR ANY ELECTRICAL 
DEVICE rEQ.CQUpUTEfl «ONSOLE/YID€0| 
PROTECTS YOUR VALUABLE Eau»"HFNT 
AGAINST PAMAC.INf. ELECTRICAL 
SURGES , 23.BB 



ANTI-SURGE PLUG FDR ANY ELECTRICAL 
DEVICE (EG COMPUTER 
il^OHSOLFJVlOEOl. PROTECTS YOUfi 
VALUABLE EQUIPMENT AGAINST 
DAM AGlNfi ELECTRIC AL SURGES. . .. 1 1 .M 

MEMORY UPGRADES 

1 MEGABYTE A6C0 RAM 

UPGRADE wrTH CLOCK 3TJ» 

4 MEG PCMCIA UPflflADE FOR AEdDOR 
A12O0 PLUOS DMECTLY INTD SMAHT 
CARD SLDT. THESE AML NOT BAOERY 
BACKED AND CAN'T BE USED AS A DISK.. 
ONLY AS RAM 1H.W 



MISCELLANEOUS 

CITI7FN PFNNTEH DRIVER KJT I 2jH 

DELUJIF WORK CFWTHE (BSD) 

FOR AMIOA A120Q A2 -99 

DELUXE WORK CENTRE (RSD| 

FOR AMIGA ASOCl OR ASM PLUS *1 W 

DELUXE WORK CENTRE (RSDJ 

FOR AMIOA AflflO 3T.« 

EXTERNAL jj.S" DISK DR1YE FOB AMNJA 
WTTTi 90NY^CniZE« DRIYE MECHANISM. 
WK FORMATTED CAPACITY. L1UILI . I'lliH 
OUALM T SLIM LNL LHLSlGN, COLOUR 
MATCHED ME1ALCASE AND LONG REACH 

CONNECTION CABLE 5T.» 

SCREENBCAT STEREO SPEAKERS FOR 
AMIGA OR PC. HEGUIHFSJAA HATTFHIF5 
OR MAINS ADAPTOR. DESIGNED 
5PFCIFH-ALLY FOR COMPUTERS!, 
INCLUDING MOUNTINGS FOR 
ATTACHMENT TO MONITOR tUB) 

SCREFNRf AT MAINS ADAPTDH FOR 
SCREENBEAT SPEAKERS T.*» 

ZYDEC AMIGA POWER SUPPLY (SPECIAL 

COOL RUNNING TRANSFORMER} 3? 99 

ZYDEC STEREO SPEAKERS FOR AMIGA 
WTH BUILT-IN AMPLER AND VOLUME 
CONTROLS -S7.-99 

RDFJOSFHFT IHTiRFACE FOR AMIGA OR ST 
iPLLIUS MOUSE B JOYSTICK INTO ONE 
PORT) 12.W1 MEGABYTE 1,500 PLUS RAM 
UPGRADE WITH CIOCK 3S« 

LOTS MORE AVAILABLE 

PLEASE RING FOR A 
CATALOGUE 0279 600204 



BLANK DISKS 

PACK OF M WHY DSDO J S" DISKS 

WITH LABELS ._ KL» 



PACK OF 10 TDK MF2DC 3.5" DISKS 

(DSDD BRANDED] TJ* 

PACK OF 10 VERBATIM DSDO 3.*' DISKS 
WITH LABELS |BRANDED| » 4* 



IB- DISK HEAD CLEANER 



..*.*! 



CHlUSmAS tOHSQLi MADNESS 

ALL GENUINE UK VERSIONS 

MEGAORIVE Z + ALADDIN + 2 CONTROL PADS .....1 12.99 

MEGADRIVE 2 + SONIC 2 + 2 CONTROL PADS 1 12.99 

MEGA CD 2 + ROAD AVENGER ..229.99 

GAME GEAR + COLUMNS 69.99 

GAME GEAR + CHAMPIONSHIP TENNIS + PENALTY KICK 

+ COLUMNS FLASH + PAN AMEARICAN ROAD RALLY......... 87.99 

SUPER NINTENDO + STAR WING + 1 CONTROL PAD ..112.99 

SU PER NINTENDO + MAfllO ALL STARS + 1 CONTROL PAD ... 1 1 2.99 
SUPER NINTENDO + STREETFIGHTER TURBO 

+ 1 CONTROL PAD ..,.122.99 

GAMEBOY + FREE KONIX HOLSTER ...,..,39.99 

GAMEBOY + TETRIS+ HEADPHONES 

+ BATTERIES + TWO PLAYER LEAD 

+ FREE KONIX HOLSTER ..., 49.99 



We only supply tdptial UK fnoducl* OfliCiaJ Suppliers ot all leading brands. We sell 

flames, and peripherals aJI al amazing pnees for Meaadrive Master Syslum. Gamt 

Gear. SupC^ NFS. Qame&oy. NFS. L-gm. Amiga, Alan ST. PC, CD ROM and Apple 

Mat And we sell T-stwHs arnj cuddly 1ovel 

Special Reserve Club Shops at Sambfictacivorlli i CNelmstard 

Soth opn 10am til Bpm Seven Days a Wee*! 




Special Ret&we j*m**mW am kwe eUtlui.. &ut, IfOty't 

READ HRG Regular Club Magadne 
7 CHOOSE from our Huge Selection 

BUY at Best Possible Prices 
| SAVE with our Special Deab 
§ SAVE more with our XS Coupons 

WIN up to £10,000 worth of priies FREE 
JOIN now front just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just swid in the tonm below or pfione Sales On 0379 60C2M. 
As a member ot Special Reserve you'll receive regular issues of 
NRG magazine. NFN3 *ou' 44 pags o*)ur <*i& maggylne sent pH- 
monthly only to Special Reserve membere. NRG contains: 

1 The best selection" ct1 games, penpheralE and harttwape 'ur all 
rXKXJlar rormats We are official Sege. Nimenck) and Sony Elcckis-1s. 
2. Reviews m colour and latesl information on new products 

3 Chans and Release- Schedule. (0 help you Choose and plan 

4 r hi ':.■■■,[ |' .•!-, ..iijsi m» niiichaiu? will save you your joining tee 

5 Hundreds, at Special Offers Top games al prices you won't octave 
6. XS Super Savers. Money-ofl coupons world over ft 60 A ywi 
1. BIG CI 0,000 TARGET PRIZE COMPETITIONS In nvnry issue 
at NFifl eMcluaive to mambefs, free lo enter 

Thai i why over 160,000 people haft kilned Special 
Reserve the biggest gomes dub In Ihe World! 

0279 600204 

Open 10am til flpm Seven Day* a Week 

QnJeiCixilnnvaliwi'Rtfciiiiy ^*iU k* eve*¥ Oioei 

You can also Fa* your order to us on: 0279 726842 

Wfl piiffe iKHTOfeg* en oiir attflrsnlftssoivTC* 1 1 & customer serv^w tares} 
im*vliabl» 9«iw jai«* iflted may noi im l» a^Biisfw pi*3w fhonq wbt cm 

0ef4 SKEW to chock aKilabftlv twlun? 'jiderriu 111 tW «»fllTI Of (Way w* C«Oe 

r«tbnda on request ^1 any Hm« pmr \r> c^p^lch w« nunM Hth i^ht h> clunga 

pnee* viitKiui iM»r iKCfWaWM. E.iOE. 

RKtJttl»r«l Qtfiw liHsr.MBdUtos Ud, f Suulli BJac», Thr Matireia. 

Sa#rxidae«Mth. Hflrte CM?1 SP6. 

Ckt Shops al 5antnidaew«nli iitniir .HdcUBSS'i and al 

43 BiKHTltieH Rd. Cl-^+iialud. ESflS j 

All p<»5ee mrhKle VA I and rjirn.ign to L'K. irjnbrd. Soc bast ol Drcior lix«r hr 
drtrnsas BLicharaea. W# nyptitj hardware oni/Hf UK mainland dcKHaw* 



MIMtEISHIP FEES 

UK MEMBERS 

OHHillStB EC HIMlEtS 

svnsas nu ■■as 



A MOUTHS ONt TUI IWO TUlf 

muu. annual wrm fid 

MHUaSIW MUUUlf MP HARP IWHR 

4.00 7.00 14.00 

600 900 18.00 

700 n.oo aoo 



VtE gt»-Y SUPPLlf rvtMBtHS BUT VOU C/lH HiRDSft AS YOtJ J&H 

THEHE *RE «0 SUFCHAFSOFSOHTeLEPHQNEjD OHDEflS [UK|. 

iPLEASE PFUNT N BLOCK CAfTTALS} 



TALL 



Name_ 



Adaress 



F'oatoide 



Phone 



_Madhrne_ 



Enler membership nurrtbar (if appliciiblt'l <x 
NEW MEMBCRSHIP FEE (AMMUflmK 7,00) 

itam 



■m 



Item 



Item 



ALL PRICES INCLUDE UK POSTAGE £ VAT 
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Card 
c<p*y dote 



„Signohjn;_ 



t: ..•!■! (i.w.imim hr. SPECIAL RESERVE 

P.O. BOX S47, HARLOW, CM21 9PH 

Onrmi Orders Surcharge (EC Ur World): SoFlware order a 

please add L2.U0 per Item. No-n-soflware ilems p)«o*e add 

25%, Hardware nems suppnerj to UK malnlano only. 

OvtrttM otftti mutt be p*W tyy credit card. 
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TELEPHONE: 061 3 
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MENZIES 
BACK CD32 

T| he Amiga CD J 2 continues to go from strength to strength 
this month, with the announcement that high street giant 
Menries is to begin stocking the machine in time for the 
Christmas season. 

The chain will stock both the J 2 -bit CD console and a range of 
software in a selection of its 274 stores throughout the country. 
Commodore's UK national sales manager, John Smith, says: "To 
have a retailer as discerning as Menztes committed to stocking 
Amiga CD32 is a tribute to the class of the machine." So there 
you go- 



BUT WHAT ABOUT 
THE ARSENAL? 



Following a long, long sabbati- 
cal. Thalamus is about to return 
to the world of Amiga games 
with the launch of SUB. (Strategic 
Underwater Battles) - a futuristic sub- 
marine combat simulation. 

Set in a post- apocalyptic world 
where man survives in a series of 
giant underwater cities, b.U.B. offers 
its players a blend of underwater 
strategy and combat. During the 
course of the action, there are 
pirates to fight, defence bases to be 
built and empires to conquer. 

S.U-B. will be available in early 
December in standard and 



enhanced Amiga modes. 

But what we want to know is 
what on God's clean earth has hap- 
pened to Thalamus's Arsenal, The 
game is rumoured to have been in 
development for ages and has 
already been more than extensive- 
ly previewed in just about every 
Amiga games magazine. Has the 
Gunners' lack of Premier League 
goals put them off? Or, as reports 
suggest, has the programmer sim- 
ply gone missing? Either way, it 
looks as if this is one game which 
will resurface in one of those What- 
ever Happened To...? features. 




THE CHAMP IS BACK 



Fans of Do mark's aaddtctive 
Championship Manager '93 
can get an even more realis- 
tK fix, as Domark has released Cham- 
pionship Manager '94, an update 
disk which takes into consideration 
all changes which have taken place 
in the four divisions since the game's 
original release. 

So, not only will the Nottingham 
Forest line-up not feature Roy Keane, 



it will also be in the First Division ras- 
ter where it belongs (instead of the 
Premier League as things currently 
stand). 

Other heart-warming changes will 
see Swindon Town in the Premier 
League (for what it's worth) and 
Peter Reid no longer managing 
Manchester City. 

Championship Manager '94 needs 
the original Championship Manag- 



er '93 disk to run, and is available 
now priced at £9.99. Rumours 
abound of an International Champi- 
onship Manager to follow in 1994. 
Sticking with footie games for a 
moment, the current popularity of 
Amiga games based on the world's 
favourite sport is demonstrated by 
the latest Gallup chart, which fea- 
tures no fewer than six soccer-type 
games in its Top Ten. 



The aforementioned Champi- 
onship Manager '93 is at number 
three, closely followed by Gremlin's 
Premier Manager 2 and Premier 
Manager at numbers four and six 
respectively. The other three entries 
are Sensible Soccer 92/93 (number 
seven). Virgin's Goal! (eight) and 
Ocean's European Champions, which 
sneaked Jn at number 10. Foot- 
ball, eh? you just love It. 



NEWS 



PYSGNOSIS IN MORE 
GAMES SHOCKER 




games from the mid eighties. But 
with better graphics. 
Details are scant at the moment 
as to the game's release date or 
the game's title. But one thing's 
for sure - it certainly won't be 
called the Castle Game. 

Armageddon 2 is coming along 
nicely. The follow-up to the well- 
receive flight/combat game from 
a couple of years back should be 
ready within the next four to six 
months (they reckon) but for 
those of you who can't wait that 
long, here's a screen shot to keep 
you going. Stare at it until your 
eyes go funny. 




limey. Those Liverpool-based around shout- 
software giants just don't ir»9 "Hold the 
know when to quit Not only News pages." 
are they continuing to pump out First up is an 
top quality games at a frightening interesting- 
rate, but they're also telling us looking iso- 
about them beforehand! metric arcade 
Indeed, literally hours before this game, very 
issue goes to press, a couple of much in the 
disks arrived in the office giving style of the 
Simon the opportunity to run old Speccy 




^9 



LAWNMOWER 

PLANNED 

London publisher Storm is 
keeping the bandwagon 
rolling on its first ever film tie- 
in Lawnmower Man (which boss 
Jane Cavanagh describes as "The 
most successful British film for 20 
years."}, with the announcement 
that a CD32 version will appear earty 
next year. 

Also, a sequel to the original 
Lawnmower Man film (provisional- 
ly entitled Lawnmower Man 2), is 
currently in development and on 
schedule for a release during 
Autumn of next year. Storm's game 
designers are already said to be 
closely co-operating with the film- 
makers. 

Meanwhile, Storm is continuing 
its current expansion programme 
(the firm recently opened a CD 
development studio in Southamp- 
ton} by opening a new US office in 
Santa Monica and signing a major 
deal in that country with elec- 
tronics giant Sony. 



WOLVES PREFER 

AJUIIGAS 



Wolverhampton: Wanderers fans are soon to be treat- 
ed to unprecedented visual delights, as their cho- 
sen club is currently installing the two largest video 
walls in Europe at the legendary Molineux ground - and it's all 
thanks to Amiga technology. 

Featuring an unfeaslbly large 256-screen matrix each, the 
two walls (known as 'Expandaview Video walls') will be used 
to display time, scores, statistics and previous match high- 
lights. 

The system is driven by an Amiga -based hardware and 
software set-up, with the software developed by Optonica 
for system developer CD Interactive Ltd. A British company, 
CD Interactive is currently exporting its video wall system to 
the US and other foreign territories * the Mo linen* walls are 
its biggest European venture to date. 

The walls are just part of a total refurbishment of Molineux, 
which will cost £14 million in total, As yet, there are no plans 
for the walls to be used for game playing purposes. Which 
isn't surprising. 




BIT 
NIPPY! 



US Gold is warming up for 
next month's Winter 
Olympics tie-in with the 
announcement of a whole host 
of Games-related facts and 
statistics designed to educate, 
entertain and whet our 
appetites for the big event. 

For example, did you know 
that during the course of the 
games, over 2,000,000 meals 
will be served to competitors, 
guests, volunteers and mem- 
bers of the media? Or, that 
344,000 loaves of bread and 
1,000,000 hot dogs are expect- 
ed to be eaten? 

And it's not all about food, 
either. Fact fans will be happy 
to note that 2,000,000,000 peo- 
ple worldwide are expected to 
tune into TV coverage of the 
Games, there will be four media 
representatives to each com- 
petitor, 14,000 telephones will 
be specially installed for the 
duration and more than 
1,000,000 applications for tick- 
ets were received for some 
events (where the maximum 
capacity is 15.000). 

Oh, and there's some sport 
too. Approximately 2,000 com- 
petitors from 75 countries will 
take part in 55 disciplines. 

A good deal less media hype 
will surround US Gold's Winter 
Olympics when it appears on all 

Amiga formats next month. 




T| hose of you who decide to boldly go where no Amiga owner has 
gone before - by buying a copy of Interplay's latest interg dietetic 
adventure. Star Trek: The 25th Anniversary (see review on page 67) 
- may end up getting a little more than you bargained for. 

Well, approximately 90 minutes more than you bargained for, as Inter- 
play is offering a complete video copy of Star Trek - The Motion Picture as 
a fcnrted edition with the first batch of games released this month. 

Star Trek: The Z5th Anniversary {for A1 200 only) is available now, priced 
at £34.99. 



THE TECHY BIT 



Craft: (kra:ft) n. 1. skill or 
ability. 2. skill in deception 
and trickery. 3. an occupa- 
tion or trade requiring special 
skill, esp, manual dexterity. 4, a. 
the members of such a trade, 
regarded collectively, b- (as mod- 
ifier): a craft union. 5- a single 
vessel, aircraft or spacecraft. 6. 
tioning as pi.) ships, boats, 
raft or spacecraft collective- 
ly, -vb 7. (tr.) to make or fashion 
wfth skill, esp. by hand. 



Or, alternatively.., 

Craft: 1- an extension for 
AMOS creator and AMOS Profes- 
sional from Black Legend. 2. 
allows the user to play with two 
registers at once. 3. a flexible 
audio system. 4. a fast and easy 
way to create pictures of Man- 
dlebrot and Julia fractal sets. 5. 
an Acronym for Colours, 
Requesters, Audio, Fractals and 
Turtle, 6. available now, priced at 
£25.99. 



VIRGIN SOLD 

T he battle for the pound in your pocket, which has been raging all 
along the country's high streets for the last year or so, took yet 
another twist this month when new kid on the block Future Zone 
surprised everyone by buying up all of Richard Branson's Games Centres. 

This unexpected development means that Future Zone can now make 
claims to being the biggest chain of games shops in the country: the addi- 
tion of Virgin's 30 Game Centres to its existing roster of 43 Future Zone 
shops (34 already open and nine 'imminent') puts the chain well on its way 
to achieving its goal of opening a total of 130 shops by 1996. 

ft is expected that all 30 Game Centres will lose their Virgin livery and 
complete the changeover to becoming Future Zones by February '94. 

Although Virgin's sell-off took most people by surprise, this is not the 
first time that Richard Branson has sold off part of his massive empire in 
recent times. In the past two years he has sold Virgin Records and Virgin 
Mastertronic, while more recently he sold 15 per cent of Virgin Interactive 
Entertainment {or Virgin Games to you and me) to toy giant Hasbro, 

The sell-off will not affect the games departments within Virgin Megas- 
tores. as these will continue with business as usual. Indeed, Virgin sources 
suggest that the chain plans to expand its network of Megastores through- 
out the UK in 1 994. 
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GREMLIN GET CD |c T R|P 




Sheffield-based publisher -_ . 
Gremlin comes kicking and _1 Jft 
screaming into the CD32 [JJ^ 
market this month with the | 
release of two of its disk 
favourites on 
the new for- 
mat. 

First Mp Is 
the super 

enhanced ver- 
sion of Zool 
which you'll 
find reviewed 
on page 90 of 
this here issue. 

The clue's in the name for their 
second release, as The Lotus Tril- 
ogy is just that - all three Lotus 
games on a single CD. complete 
with new graphics and sound- 
track. 

"The Lotus image and name has 
become one of the most recog- 



nisable and powerful in the 
games business," offers Gremlin's 
marketing director, David Martin. 
"We are pleased to launch this 



first ever Lotus CD game and are 
looking forward to working with 
the firm on future releases for this 
new technology.*' 



RETURN OF 
ROCKET RANGER* 



•Well not quite. 




o 



A too' games which software 
publishers keep foisting 
upon us in an unashamed attempt to 
fill their coffers? You are? Then you 
might just be interested in the new 
release from Hot Shot Entertain- 
ments. 

Rocket Rescue is, according to the 
publisher (and we all know how eco- 
nomical with the truth publishers <rm 
be), "...an original concept game 
involving skill and judgement where 
the pJayer has to take control of a 
rocket ship, negotiate forceftelds and 
and weather conditions and destroy 
all enemy predators." 

Some of the remarkable innova- 
tions include: 



Gasp! 100 levels. 

Cor! Keyboard or joystick controls. 

Blimey! Parallax scrolling. 

Phew! Power- ups and weapons 

Phwooaar! A 'game save' feature. 

Fnork! Digitised sound effects. 

Apart from all of this incredible 
innovation, the game also sports a 
ground-breaking and unique plot 
whereby the player is asked to land 
on a planet surface and rescue a 
number of hostages. 

Can't wait for all of this ground- 
breaking gaming action? Well you 
don't have to, as Rocket Rescue is 
due to start conquering the world 
.any day now. 



A JOYSTICK 
TO BEHOLD 




Another month, anoth- 
er new joystick from 
Spectravideo and 
Logic 3. This month's offer- 
ing is the f 15.99 Delta Ray 
which features a 'comfort 
grip' handle, nine 
micro switches, five fire but- 
tons, autof ire and an extra- 
long cable. Need we say 
more? No, obviously not. 



With computer theft 
becoming an ever-increas- 
ing problem, Worthing- 
based security specialist the 
Etching Transfer Company 
has devised a system which 
makes stolen computers 
(well, monitors at least) less 
difficult to sell on and 
therefore less attractive to 
the prospective thief. The 
system involves the etching 
of words (postcode, name 
or whatever) into a monitor 
glass, in a similar fashion to 
that used on car windows. 
Doesn't stop 'em nicking 
your games, though... 

...Snapperazzi, the new 
game from the wacky guys 
and gals at The Sun (see last 
month's news), has finally 
found a home. After months 
of rumour and speculation 
(not!) it has emerged that 
the game will now be pub- 
lished on the Alternative 
label. Snapperazzi will be 
available next month, 
priced at £19.95... 

...And yet more news of 
major publishers signing tip 
games from smaller devel- 
opment houses. This time 
it's the turn of Teeny Weeny 
Games, whose forthcoming 
offering based on the Terry 
Pratchett Disc world novels 
(see The One, September) is 
now to be published by Liv- 
erpool-based giant, Psygno 
sis. The game is scheduled 
to appear late next year... 

...Combat fans can now 
satisfy their appetites for 
action on land, on sea and 
in the air, as Empire has 
released Combat Classics 2 - 
a three game compendium 
featuring MkroProse's 
F117A, Silent Service II and 
its own Pacific Islands. The 
compilation is available 
now. priced at £34,99. 
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FOR THE AMIGA 




All of his demonic forces 

have been summoned to 

his aid, all of his tricks and 

traps have been set, all of his 

power is directed against you. 

Only the wisest and the most honourable 

of warriors can defeat him. 
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Look ahead, Look far, far ahead to tt ■ 



year 320O arid imagine a basic space craft 



as your only worthwhile possession. If you 



are to fulfil your burning ambition to be the 



best, you rrlust defeat the best by coupling 



your inherited flying skills with a vast 



knowledge of the Universe. Outwit the 



pirates by beating thorn at their own game 



Be merciless, be Wise, beware. 
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Elite. Game? It's a way of life!" 
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IntGrgalaetic trading has its rewards and 



downfalls. Trade with the international stock 



I. Watch your hack at all 
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Jding to your criminal record! 



Is may pr may not like what you do. 
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In a gala«xy full of challenges. 



this Frontier has no limits. 



rou first. 





GAMETEK 



1993 -FRONTIER - ELITE 

f 'The ultimate in space adventure, 
Frontier is the single most important step forward 

for games this decade." 

CU Amiga - &7 a A 



.mature with time 
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Here we go then - another couple of text- 
heavy pages written by you rather than us. 
So it'll probably make for more interesting 
reading than the rest of the mag. We 
haven't had a Star Letter for a while so 
now's your chance to earn some top-quality 
software by scribing to us. Send your 
moans and groans to: Letters, THE ONE, 
30-32 Farringdon Lane, London EC1R 3AU. 
We're waiting for your call... 



CD QUERIES 

Dear The One, 

1 own an Amiga 500+ and I'm think- 
ing of buying a CD32. I've seen in 
my local newsagents a CPI maga- 
zine with CD demos and wondered 
will The One or any other magazines 
be having demos?. I would like you 
to be the first because I have bought 
your magazine for over two years 
and think it's great. I don't want to 
buy another mag, but I might have 
to! 

Also, why don't Origin convert 
Wing Commander 2 to the CD32? 
There's no reason why they can't - 
same with X Wing (the game all PC 
fans are always gossiping about), I 
have completed Wing Commander 
and have played Wing Commander 

2 on my friend's PC - it's brilliant! 

Adrian Fox. 
Darby. 

tt's doubtful that The One or Any 
other current Amiga games mag- 
azine will be able to afford to 
stick a CD on the cover. We'd like 
to, don't get us wrong, but by 
doing so we'd have to sacrifice 
the floppy disks - something 
which will annoy more readers 
than a CD would please. As for 
whether Wing Commander 2 will 
be converted to the CD32. welt, 
there's no definite news as yet. 
We'll just have to wait and see. 



SPACE CRUSADE 

Dear The One, 

I am writing to agree with Glen 
Turner. More space should be given 
to better games and very poor 
games i.e. Super Sports Chal- 
lenge, Fistfighter and Huckle- 



berry Hound should not be 
reviewed. 

Three coverdisks should be given 
away each month now that your 
price has gone up 20p, PD games 
are okay (especially Zombie Mas- 
sacre!) but I'd rather play brilliant 
demos like Space Hulk, Lost Vikings, 
Seek and Destroy and Alfred Chick- 
en. Whilst glancing through a 
friend's copy of Megatech, I noticed 
that they include a small box in each 
review which stated the alternative 
game in the particular genre - nice 
idea I thought. What do you think? 

Also, why not have a separate 
section in recommended where 
A12D0 only games like Overkill and 
updates could be put. It would ben- 
efit the many A1 2 00 owners, and in 
six months or so you could include 
a CD32 section. 

David Oakden. 
Stockport. 

Why shouldn't bad games be 
reviewed? I'm sure that the 
majority of readers would like to 
know about the Amiga games 
scene as a whole and not just the 
best bits. As for space, we alio- 
cate a number of pages to each 
game depending on how much 
there is to talk about. Okay, 
Super Sports Challenge wasn't 
rated very highly but you 
wouldn't have realised exactly 
how bad it was if it was reviewed 
on a single page or not at all, 
would you? 

GORE'S GOOD 1 

Dear The One, 

After reading Simon Rizzello's letter 
in your October issue, I felt I had to 
write in. I have only one question to 



Question (-chn). 1. n. Sentence adapted by order of 
words or punctuation or intonation to elicit an answer. 
Simon Byron (-git)- 1- n- Four-eyed, above his station, 
your q 



Dear The One, 
Could you please answer these 
questions for me as I'm thinking of 
buying an Amiga CD32. 

1 . Will planetside now come out on 
the CD32? 

2. Will Mortal Kombaton the CD32 
be out for Christmas? 

3. Will Rebel Assault or Demolition 
Man make it onto the CD32? 

4. Will EMAP be launching a CD32 
magazine? 

5. Will you do six page reviews of 
games like Microcosm? 

6. Will publishers like Capcom, EA, 
Konami or Lucasarts be releasing 
games on the CD32? 

Robert Smith. 
If No. 

2) I doubt it 

3) tt's unlikely 
4/ Nope 

5) Probably not 
6} Maybe 

Dear The One, 

Is Jenny Abrook a model? I think 

she should be. 

Ben Riley, 
Maddington, W. Australia 




In a word, no, flirt thanks for 
writing. 

ask Simon - Why does he think muti- 
lated bodies strewn around are a bit 
much, when he is interested in a 
game about someone running 
around a spaceship blowing cack 
out of aliens? Any more violent and 
it would get ridiculous. 

The fact is children enjoy violent 
games. For example. The Robocop 
trilogy - a robot killing criminals. 
Chaos Engine - 6 mercenaries run- 
ning around with guns killing mon- 
sters, Body Blows and Street Fighter 
2 - contests where people fight 
against each other until one is 
knocked out. Even better - Desert 
Strike ■ control an Apache helicopter 
and take part in a war! All these are 
violent games, but the fact remains 
kids lov» '«m! If th«y didn't, why 
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Dear The One, 
Please can you answer a few ques- 
tions for me. 

1. Are software houses still going 
to produce software for the 
CDTWA57D such as Jurassic Park, 
The Lawnmower Man, Z 
other games? 

2. If they are not going to 
software for the CDTV is it worth 
getting a CD32 only to find that 
they do the same with that? 

Russell J English. 
Deal, Kent 

f . / don't think you'll find any 
games coming out for the CDTV 
- the machine didn't sell that 
well in the first place and its 
technology has been super- 
seded by the CD32. 
2. My advice to you - and it's just 
my point of view here - is that 
the only real reason for buying 
a CDJ2 at the moment is to play 
Liberation. If you're not into 
ffPGs then your best bet is to 
wait and see what games are 
released over Christmas. The 
amount of software for the 
CD32 is gradually increasing so 
hopefully come next Spring 
there'll be a lot more choice. 



have most of these games been in 
the top 5 of the Gallup computer 
charts over the last year? 

One of the (many) useful things 
about computer magazines is that 
they publish screenshots of the 
game with the review (especially The 
One, I've noticed - keep it up) depict- 
ing whether the game will be suit- 
able for little Freddy, who's only 11 
and doesn't like 'rough stuff' etc. 
For instance, a quick glance at a 
screens hot or two of Parasol Stars 
and Freddy's mum would find two 
boys bashing nasty bugs. With 
umbrellas. Suitable for darling Fred- 
dy. Whereas Alien Breed 2, because 
of the blood and guts splattered alt 
over the place, isn't suitable for 
Freddy, but very suitable for for 



LETTERS 
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of blood-thirsty games 
who are eager to kick some 
butt in return for their dead 
on the floor. 

I'm trying to say is that if a 
or person concerned consid- 
he game unsuitable, then so be 
don't buy it but don't spoil 
else's fun! If kids don't 
to see bloodshed, buy a cute 
'ke Robocod or Rainbow 

Ben Crystal. 

Holyhead, Gwynedd. 



*-r i not * lot / can add to that. 



COMPACT DISCS: 
THE TRUTH 



(Omar The One, 
hi *e ight of the CD console hyste- 
ria Ait seems to have gripped the 
ipm* i \iitjint} fraternity, I feel com- 
peted to write to you in an attempt 
m n*uu the balance, 

I recently read an excellent arti- 
cle *» "Edge' which offered a very 
t perspective on CD- based 
l gasped in disbelief as t 
that CD (s 'blind and stupid' 
nothing to improve the 
of graphics; recoiled in hor- 
I realised interactive video 
■a * dead loss, sighed in dismay at 
1aW prospect of gloss taking presi- 
M nr gameplay . All my i II usions 
«f CO shattered in seconds - howev- 
er. nTs aH true. CD alone does not 
quality, it's just 
medium - six times 
than a hard drive and you 
write to it! The only way 
technical improvements is 
better hardware, but 16.7 
colours still doesn't mean the 
wti beany good. 




The problem is that CD has been 
blown out of all proportion and peo- 
ple's expectations are wildly over- 
optimistic. CD has one great advan- 
tage - massive storage capacity, but 
at the moment, most of the extra 
space is either redundant, or taken 
up with CD quality sound (fair 
enough) or S minute animated 
intros. Why not just buy "Akira' - the 
animation is fantastic, it lasts 2 
hours and costs a third of the price 
of a CD game. 

As CD and console technology 
improves, we can expect to see a 
trade-off between graphics and 
gameplay. Obviously, games like 
Microcosm are stunning to look at, 
but where is the game? It is too easy 
to sit back and be entertained by 
gorgeous graphics, and the experi- 
ence is ultimately short lived, give 
me a game I can become involved in. 
In an ideal world, we would have 
mind-blowing graphics and deep 
gameplay. At the moment, the 
Amiga is the only system that brings 
this within reach. Thank God there 
are still programmers out there with 

some imagination!! 

Chris Davis 

Wisbech, Cambs 

Ves, it's true that the expecta- 
tions of CD-based software are 
far too high, although the medi- 
um does have a lot of advantages 
over floppy disks, as I'm sure 
you're aware. Although the CD32 
has yet to prove itseff in terms of 
original software (with the 
except/on of Liberation, att the 
others have been direct A1200 
ports). I'm sure that the coming 
year will bring with it some stun- 
ning games, specifically 
enhanced for the '32 and not just 
the same old A1 200 versions with 
a CD soundtrack. But then again, 
that's just wishful thinking. 



CD still has a long way to go. 
The format atone won't enable 
you to 'play the film 1 -you'd need 
several disks full of digitised 
images to enable this, and even 
then it wouldn't be a totally free' 
environment. As games like 
Alone in the Dark (on the PC) 
have proved, you can get a damn 
sight more out of advanced hard- 
ware than you can with a CD. 



SOUR CRAPES 

Dear The One, 

I am writing in response to a few let- 
ters and questions in your previous 
issue of The One (the best mag 
around! }. The first one is aimed at L 
Mungroosing, 

Weil V, I myself am very annoyed 
about the fact that all the decent 
games on the Amiga get converted 
to the 5NE5, yet none of their games 
get taken to the Amiga. My second 
point is aimed at N Brown. I too 
hope that the CD12 fails - I mean 
they've hardly brought out ten 
games for the A1200 (which I cur- 
rently own) and then they go and 
bring out another machine. Chances 
are that by February they will have 
twice as many games for the CD12 
then they have enhanced versions of 
games for the Al 200. 

And what really annoys me is the 
fact that when I got my A1 200 last 
Christmas, I also got an A500/&00 
version of Wing Commander and 
asked the salesman if there would 
be an A1200 version of the game, 
and he replied 'no" - what do you 
know, 7 months later the makers are 
announcing that they are going to 
bring out an Al 200 version. Why the 
hell didn't they *ay that when it 
went on sale? 

Barnaby Ingram. 
Southampton. 



Qooh, I sense a lot of anger in 
you, child. I can see why you're a 
tad annoyed by the At 200 situa- 
tion, but let's fust be thankful 
that games are finally beginning 
to surface. As for hoping the 
CD32 fails, well, considering that 
the A 1200 is going to benefit 
from any CD software (it's 
remarkably easy to produce the 
two at the same time), I think alt 
A1200 owners should be slightly 
grateful that the CD32 seems to 
have kick-started the amount of 
software coming their way. 

tt seems to me that the CD32 
has to succeed if Commodore are 
to remain in business. And I for 
one know which I'd prefer. What 
about the rest of you? 



WHAT? 

Dear The One, 

I have found a great hidden game in 
Chaos Engine. First complete the 
game, then unplug it and plug it 
into a car ashtray. They put the joy- 
stick into the cigarette lighter, press 
fire, and hey presto - Amiga Rally 
Drive. The system comes with one 
game - 'Drive to the shops' - in 
whkh you have to d rive to the shops 
before the radio inside your head 
explodes. The graphics are totally 
realistic and there are great touches 
like stereo screams if you mount the 
pavement, and blood spraying the 
screen if you hit someone. There's 
this great bit at the end where you 
get arrested and put into a high 
security institution for the criminal- 
ly insane. 

OVERALL: 92% Simply excellent- 
Breathtaking. 

Chris. 
Nuthall. 



Er, thanks. 
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ZOOL L>rx] l*s temple companion 
ZOOZ. face ^ dmilcnte which *l«a 
■hi- urines of the toughest Nine's in 
this Stale o* Inft an PLATFORM 
ARCADE ACTION sequn . KROOl end 

- MENTAL BLOCK an? 
once J^a in put U> wipe imagination 
traiiv me (ace of existence Playing 
ZOOL or ZOOZ light your way through 
NINE rnas5ih.e levels of hugely -varied 
and enjoyable gamepiay. Meet ZOOM. 
a two headed alien dog, one head 
stupid. Ihe other nighty intelligent. 



Only when you take control <>l KHO m 
this Superb STRATEGY fiamc win you 
understand what real pressure is. 
The Terran Empire has eipanded. 
Mankind and Si* Allen races are 
struggling to maini^n peace m line 
'ar.* of dwindling, resources, li 
destruction «ne%itaole 
You are the Commander of the 
mission to endue and applet K24T) 
but can you build a successful and 
peaceful colony deep in the rece&ses 
of space, or will greed and agression 
bring (he empire down. 
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LEGACY OF SORASIL 



THE LEGACY Of SORASIL is a 

fantastic and huge world of 
adventure. The (abled l*nd of Hhia 
ruts fallen foul of a mysterious 
plague. Choose 8 part* o! Intrepid 
adventurers from 8 would be Heroes, 
and try 1o return Ihe land to it' & 
peaceful Stale, Battle your way 
through 10 vast stages against a 
legion u' highly intelligent foes. 
Endtess hours of solid and far 
reaching ft#meplAy. 




DISPOSABLE HERO 



Get that trigger finfltir ready fur an 
ARCADE SHOOT 'CM UP that t*es 
up the genre where others have 
feared to tread. Th* Free World* lie 
technologically bankrupt. An Alien 
tyranny threatens mankind. As a 
certified O-HERO rt is your task to 
light your way through 6 levels of 
non-stop heart puniptnj; linger 
Sweating eyeball racing thumb 
busting, nerve jangj>ng action io 
penetrate the alien strongholds. 



PREMIER MANAGER 2 



PREMIER MANACEB rr.insfurilWd 

the face of STRATEGY football 
innananemeni games with it's 
accessible and enioyafck* game style. 
II has remained in Ihe charts since 
it's release I8u> in t9SJ. And now, 
PREMIER MANAGER 2 is M0J with 
a whole host of added leatures. 
Have you Ihe management Skills to 
turn around and improve your learns 

performance? 

Get ready to How the whistle on THE 
football game for 1993. 
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feature* Include 

• Play either ZOO* or the nil new 
ZOOZ, each with their own special 
strengths 

• A wide variety of highly iweMigem 
enemies. 

• Many varied power ups and 

collectibles. 
■ Hidden bonus rooms and secret 
levels. 

• Sizzling sound F"X and a choice of in 
game tunes. 

• Nino huge leve»$. 

-The classic serjuef to 1992'$ fiiJBYMt 
sedfrht Amiga game". 



Fnalunii Include I 

• (i different Alien life torms. 

R a different types of space crafts. 
R 1U different, types of weapons and 

shields. 
■ Tully deslgnaHe asteroid field 

interface. 
R Hjgrny intelligent enemy colonies . 

* 40 *ffarent building, structures. 

t A vast range of complex interactions) 
to understand and control. 



Fast lira* Include: 

R 10 perilous quests to be completed. 
O 51 willing 3D isometne display. 
R Simple poinl and click interface. 
■ a heroes, M with specialist skills 

and abilities, 
a) Eerie sound FX and tunes 
R Fully sell mapping. 
'It you want challenging gamepiay *Kl 
..( fl.irrn; rhar's going to last you can't 
go far wrong vntli thfs'. 
CU Arnica 



FmilurB* Include: 

• Arcade quality graphics, backdrops 

and animation. 
R Fully adjustable Sound FX and in 

game tunes. 
R Hundreds of weapon configurations. 
R Mind blowing Mid-lavel and End 

level guardisns- 
R Choice of assault craft win Four 

levels of difficulty. 
'F*rsr impreiSrcWS? w-bnahr 1 Wast, 
Wast, boom.r death-, guns, more death. 
action and wtcrlievhWlf* 
This One 



Features Include: 

• 16 playing formations with ,H 

playing styles and 12 match tactics. 
R Negotiate wages, bonuses and 

contracts. 
■ Comprehensive banking system 

with changeable interest rates. 
R Up to 26 players per team w 1- 

limit of 4 foreign. 
R Set riLnet prices and crowd control. 
R REMEDIATE sacking possible if 

you're not up io the job. 
1 fhis roaUy is the best feiH bf ^ff ffte 
Unity games, bundled together and laid 
out crt * geftfen pJsre toffnu. 
Tits On* 
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DRIFKICS SOFTWARE LIMITED. CARVER HOUSE, 2-4 CARVEH STREET, SHEFFIELD » i * F * - TEL 0742 TI1I21 
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We're fed up with It too, 
you know. Every bloody 
time Psygnosis offer a 
competition prize they have to be 
difficult, don't they? 

When they first mentioned to us 
the possibility of a Creepers compe- 
tition all those months ago, we were 
over the moon, especially when you 
consider all the top prizes you can 
probably tte- in with the name 'Creep- 
ers'. So what do we get? A trip to 
Emmerdale Farm, that's what. Okay, 
so the response was huge but sure- 
ly a day out in Albert Square would 
have been much more appealing. 

But this was only the start of a 
rather worrying trend. A year's sup- 
ply of Tomato sauce came next - 
always handy for Amiga gaming - 
followed quickly by several boxes of 
Walkers Crisps. You would not 
believe what they nearly offered for 
a Theatre of Death tempo (on sec- 
ond thoughts you probably would) 
and when Microcosm came along we 
feared the worse. So who fancies 
winning a biology set then, eh? 
Nope, this time it's a little special, 
because, let's face it. Microcosm 
is a little special too. The first 
game to fully utilise the C032's 



astounding capabilities, it marks a 
step forward in computer entertain- 
ment- Never again shall we be forced 
to play tacky platform games, Never 
again will we be bored rigid by a 
cruddy little strategy game. If any 
game doesn't come complete with 
video footage a-plenty then there'll 
be hell to pay, I can tell you. 

But back to the story. Psygnosis 
were all for giving away a stupen- 
dous prize, the like of which has 
never been offered to the gaming 
public before, but with one condi- 
tion, as you're about to be made 
aware. 

"The prize we're offering you will 
be so fab, so groovy, so brain-numb- 
ingly incredulous that we'd endanger 
your health if we even whispered it 
to you," an enthusiastic Psygnosis 
spokes- 'person' blurted. 

"Yeah," we grunted sarcastically, 
trying to sound all hard, like. 

"Yeah - a C-D-3-2 with a Micro- 
cosm Gold Disk to play on it..." this 
'person' retorted. 

Well, what could we do besides 
remove our jaws from the floor? 

"...but," the 'person' continued, 

"there's one condition. We're fed 
with all the pathetic jibes you tend to 



pad your competitions out with. We 
demand quality. If we're going to 
give you this prize then we want to 
write all the accompanying text," 

We were gobsmacked, I can tell 
you. A software company in control 
of a page of The One? Never. But 
faced with either giving away a CD32 
or a carton of milk or something 
there really was no option. We swal- 
lowed our pride and agreed. 

But what Psygnosis failed to 
realise was that there'd be no room 
at the bottom of page. Ha ha ha ha. 
Sorry Psygnosis - next time, perhaps. 

DOWN TO BUSINESS 

Because the prize is so vastly expen- 
sive, there isn't anything for the mn- 
ners-up so only the first correct entry 
to be pulled from the hat after Jan- 
uary 28th gets a prize. Answer the 
four crafty questions tthe back of o 
the right, stick your guesses on a 
postcard or stuck-down envelope 
and send it to; Tedious Multiple 
Choice Compo, THE ONE, Priory 
Court, 30-32 Farringdon Lane, Lon- 
don EC1 R 3 ALL Dont let the difficul- 
ty of the questions put you off - this 
truly is a prize well worth winning. 



THE QUESTIONS 

1 CD~toased software often con- 
taint some FMV, but what does 
FMV stand fort 

(a) Fine Mauve Vehicles 

(b) Find My Vase 

(c) Full Motion Video 

2 As mentioned above, Psygno- 
sis gave away a year's supply of 
Tomato sauce earlier on in the 
year, but what game wax tied-in 
with the competition! 

(a) Bill's Tomato Game 

(b} Bob's Bad Day 

(c) Shadow of the Tomato 3 

3 Where are Psygnosis based! 

(a) Bournemouth 

(b) Liverpool 

(c) Dundee 

4 How many Lemmings games 
have there beent 

(a) One 

(b) Two 

(c) Three 
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Puggsy's no work of art. 
but when it tomes to brains 
he'i way ahead of his time. 

But this time he needs 
help. Stranded an an alien 
planet after hit spaceship 
has been stolen, Puggsy has 
to travel through seventeen 
different levers, each packed 
with cunning puziles b frantic 
games and hoardes of 
unfriendly aliens. 

Using a unique system of 
Total Object Interaction (TOI) 
ynu have to guide him on 
his quest to find his ship, 
and get home. 

With stunning graphics, 
amazing music and a 
complete Junior section for 
younger players - Puggjy is 
one orange blob who 
desperately needs your help. 

PA. Due to the Fact that 
he just isn't smart enough, 
Michelangelo will not be 
appearing in the game. 

If Puggsy's just too smart 
. for you. call the helpline, 
92% Sega Hagaiine 
90% Mega Drive kit. Gaming 
90% Mega Tech 
91% Sega Mean Machines 

YOU DON'T HAVE 

TO BE A GENIUS 

BUT IT HELPS. 
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FROM THE UNITED STATES OF PSYGNOSIS 
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of the finest 

top-down racing 

games the world's 

ever seen!" 

Amiga Power magazine 

"Possibly the 
best racing game 
-n the Amiga" 
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indy hadn't really wanted to go to the 
club that night, but as a top fashion 
model, so knew that she had to keep 
her public appearances high. She'd decided to 
leave, when in walked a god - dark and hand- 
some, Cindy couldn't believe it; a man so 
broad, a man so sexy, and, more importantly, 
a man alone. She knew that she had to have 
him, and mustering all of her catwalk skills, 
sauntered towards him, immediately catching 
his eye with her stunning figure. No words 
needed to be spoken as they drew together in 
a passionate embrace, and gasping for breath, 
slowly moved towards the back of the club. 
There, in an empty doorway, he unbuckled his 
belt and let his trousers fall - Cindy waited in 
anticipation. He pulled something so huge 
from his pants that Cindy fainted at the size 
of it. "It's alright" said Simon, adjusting his 
glasses, "It's only this months Work In 
Progress." And of course, it was. 




journalistic style, Simon Byron breaks Core's stunning sequel report 
into three parts, thus allowing tons of waffle, not to mention padding 
out the next few magazines. Nice one. 



Frontier seems to have opened the flood gates as far as space 
trading/exploration games are concerned, and being fairly predictable. 
Matt Broughton volunteered to check out Grandslam's latest project, 



ullf rog have been fairly quiet for the last few months, but they're back 
with a rather interesting little sim-esque offering. Sim Simon Byron gets 
straight into the thick of it and reports live from the park itself. 



f Matt Broughton may be lacking in character, but this charming puzzly- 
platformer type from Mindscape certainly isn't. Travel with Matt and the 
rebel Tinies to the planet Skiumph, and yes, he has been drinking. 



OOFUS 
ENESIA 



In this month's episode. Matt Broughton ■ the man of a million nostril 
hairs ■ triumphs over the forces of evil, as he uses his powers of nasal 
deduction to thwart the evil Mini WIPs. Ha ha ha I 
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Roll up, roll up! Welcome to the first of an exclusive three-part Work In Progress of Core's 
super-sequel F hosted by Simon Byron. Hurry along now, the show's about to begin. 
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There are some little vil lages on 
the outskirts of larger towns 
where it's obvious the original 
street-designers got a bit bored or 
short of ideas in terms of road 
names, I did not realise this until I 
was sat in a car on the way to 
Heimdall game co-designer Jerr 
0' Carroll's house, being chauf- 
fourcd by a representative from 
Core Design. After getting tost in 
Sheffield and ringing up Jerr sever- 
al times, we finally made it to 
Grenoside, just outside Ecclesfield, 
where we turned off a main road 
into School Lane {would you 
believe it's got a school in it?), then 
left into Church Lane (because 
there's a church in it perhaps?), left 
again into Slight Uphill Climb Road 
and finally into Er, Road Road 
where Jerr resides. 

It's in this attractive- looking 
dwelling that the foundations are 
currently being layed for Heimdall 
2, the follow-up to last year's 
ground-breaking RPG. Or was it an 
arcade adventure? Whatever. 

Before I'm treated to a sneak 
preview of the game there's the 
slight problem of negotiating Jerr's 
rather enthusiastic dogs. Don't get 
me wrong, I don't mind dogs but 
it's really worrying when you meet 
new ones who are intent on thor- 
oughly sniffing your trouser depart- 
ment. Imagine the embarrassment 
of being rushed to casualty with an 
Elastoplast attached to yourwotsits 
if they decided to take a nip. Per- 
haps we should do It back to them 
so that they know how nerve- 
wrecking it feels. Anyway, onto the 
business in hand... 

I don't know about you, but I 
was a huge fan of the original 
Heimdall, In fact I loved it. But 
when you talk to Ged Keaveney and 
Jerr, the programmer and graphic 
artist respectively, they make you 
feel stupid for doing so. Liking 
Heimdall, that is, not talking to 
them. In fact, according to Ged the 
reason they're doing Heimdall 2 is 

because they want to do Heim- 
dall 1 properly. "At the time we 
were really happy but when 



you sit back and take a good look at 
it then you can see areas which could 
have been improved," he adds, 

"Before we started work on Heim- 
dall 2 we took a long, hard look at 
the first one," Ged continues, "so 
that we could improve upon every- 
thing in the original. We noticed sev- 
eral important things: there were 
vast amounts of space with not a lot 
going on, all the baddies were static 
and you couldn't interact with them 
or any other in-game characters. 
These have all been rectified now. 

"We've redesigned virtually every- 
thing in the game so that you don't 
have to keep switching screens to 
select something from another 
menu. There's the standard spell- 
casting system, like in most flPGs. 
where you can mix up potions, but 




(Above) Even though the game's world is smaller in sice than the first gam* 
there will be many more tasks to perform and puzzles to solve. Jerr finds it 
hard to pinpoint the amount of time it will take to play through the game. 
"It'll take you ages," is all he can muster. 



g || Visually, the original Heimdall was dull. 
Looking back on it now we can see that there 
was a lot of room for improvement, m m 



(Right) Gad explains the purpose of 
the Hall Of Worlds: The doors lead- 
ing off the Hall of Worlds are entries 
to different sub-worlds. You've got 
one whole quest which is vaguely 
outlined in the manual but as the 
game progresses you'll get a better 
idea of what you need to do- 
lt's teratinly not a rescue your girl- 
friend kind of game," 




Ged is more than pleased with the 

line of sight feature of the game. "In 

this room you can hide behind the 

door or run around the guard when 

his back's turned and he won't know 

you're there. When he does see you, 

though, he'll immediately attack" 




A Work In Progress wouldn't be complete without a few sprite screens 

and here we see Heimdall in many of his different poses. "He can jump off 
things now," states Jerr, " which he obviously couldn't do in the first 
game, because the game was completely flat," He's right there, you know. 
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PROJECT: Heimdall 1 

PUBLISHER: Cora Design 

DEVELOPER: Hie 8th Day; Ged Keaveney (programming); 

J err O'Carrall (graphics); 

Dave Keogh (additional fame design): 

Martin I won (music) 



the difference here is that you do this 
while- the game is still going on. Once 
you've mixed up a hex you can store 
it for use later on in the game. 

"The inventory now works in much 
the same way. Vou can store things 
or hand them over to other charac- 
ters with very little fuss. We've also 



included quantities. In the original, if 

..!^rrT!™T™Tf?..fSPv'.™?'. „r , ,„r , y°u bad two or more food rations 

RELEASE: Caster IW4 then they'd occupy two separate 

_1 -* 'slots' in your inventory. Now you 

can have loads of rations stored in 

■'the same 'slot', meaning you can 

carry much more. We've tried to 

make it much more 

jser-friendly. 

"As you can see, 

we've really picked 

\ t he first ga me a pa rt, 

but it's good to 

learn from your 

mistakes." 




NOT CRAP AT ALL 



Don't believe a word of what Ged and Jerr say ■ tha 
original Heimdall is a fine game and no mistake. 
These shots are taken from the original game and 
highlight a few of the graphical changes between it 
and its sequel. Note the flat terrain and combat 
Krwn - you'll not be seeing those again. 

Although the combat system was visually impres- 
sive, and innovative at the time, rt was a bit of a git 
to use. Instead of just clicking on your attacker you 
had to click on the bo* containing the weapon you 
wanted to use and then on the 'Attack' box. Okay, so 
it wasn't hard to do but it was clumsy in practise 



and the all-new system is much more effective and 
rewarding. A definite improvement. 

Note also the axe throwing sub-game. This and two 
other such reaction testers were where you got to 
prove your worth to your potential travelling com- 
panions. The better you performed in all all three 
areas (axe throwing, pig catching and treasure nick- 
ing) then the more volunteers you'd get coming for- 
ward to join your crew. 

Heimdaii was a resounding success - it sold by the 
bucket I oad and continues to sell even these days. 
Don't let Oed and Jerr put you off rushing out and 
buying it now if you don't own it already. You'll be 
glad you did. 




Well I don't care - the first game is 
still brilliant in my eyes. But this one 
sounds even better, please tell us 
more, Ged, 

"Heimdall 's up against Loki once 
again, but this time he's only aided 
by Ursha who's a Valkyrie. You've 
got one whole quest which is rough- 
ly outlined in the manual but as the 
game progresses you'll get a better 
idea of what you need to do. It's cer- 
tainly not a rescue your girlfriend 
kind of game." 

Graphically, the game is very 
much in the same style as the first. 
Smoothly-animated sprites walk 
across the screen, giving an extreme- 
ly lifelike and cartoon-y appearance. 
However, there is one blatantly obvi- 
ous difference - now there are steps 
which take Heimdall up to different 
platforms. 

"The level maps in Heimdall had 
no raised walkways and were main- 
ly square shaped. Visually, the game 
was dull. Looking back on it now we 
can see that there was a lot of room 
for improvement," admits Ged. 

Other differences are not so easy 
to spot. Object manipulation is 

handled a lot differently, as Jerr 

explains. 

"If you dropped an item in 
the original game then you'd 
lose it - it was pretty limiting, 
really. Now, if you try and dis- 
pose of an object which is nec- 
essary to finish the game then 
jS-Tr^ it will reappear somewhere else 
in the game world. For example, if 
you attempt to chuck a scroll off the 
side of a cliff then the computer will 
allocate it to another character, as if 
he's collected it from the bottom of 
the cliff. If you want that item back 
then you'll have to slay the charac- 
ter who picked it up. You'll never 
find yourself completely stuck 
through utter carelessness • you'll 
just make the game slightly harder. 

"Heimdall 2's game world is a 
finely-balanced thing. Baddies will 
never reappear once you've killed 
them (although you will come across 
generators in some case which pro- 
duce more meanies, so the game 
never feels too empty), and there's 
a finite number of objects - If you 
drop some treasure and a thief 
comes nicks it while your back's 
turned then when you kill that 

particular character you'll be 
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able to reclaim your treasure. It's far 
more realistic, really." 

Another thing the team point out 
is that all the important objects with- 
in the original game were placed 
against the back wall of its location. 

1 wouldn't have noticed it; you 
wouldn't have noticed it - but you 
won't find that kind of thing in 
Heimdall 2. 

"We've got a proper 'walk behind' 
system now," offers Jerr, "The way 
the first game worked made it look 
a bit empty, now Heimdall can move 
behind almost any object. This 
means that we can create more var- 
ied and interesting rooms for him to 
explore, without being hindered by 
as many restrictions." 

Just as Jerr and I are discussing the 
original's attribute sub-games, Jerr 
decides to interject. "Spot the refer- 
ence/' Ged asks as the on-screen 
Heimdall strides into what looks like 
a fairly uninteresting pub location. 
On closer inspection you can see 
drunken men attempting to cut 
pony tails from a young maiden's 
head using only a throwing axe - just 
like the original's sub-game, 

"And she's going to die this time," 
adds Jerr, "she's going to get an axe 
straight in the head." 

Early previews of Heimdall did 
indeed have the gid taking a weighty 
axe full in the face and to say the 
results were graphically displayed 
would be an understatement. In fact, 
this bit was initially so gory and sick 
Core decided it would be in every- 
one's interests if this offending part 
was removed. 

But what about this game? Now 
that everyone's moral standards 
appear to be dropping, will Heimdall 

2 contain any such downright dis- 
gusting animations or effects? 

"We'd like to make it as sick as 
possible, within reasons, of course," 
laughs Ged. "If it's something like 
hacking someone's head off then 
there are ways of making it fairly 
acceptable, especially if it's done 
humorously. We'll just write the 
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"What everybody seems to do with 

shops is |U*t Stick them on a single 

screen," reckon* lerr, "but we've 
dona it a bit differently. Whenever 
Heimdall enters an emporium he'll 
be able to select whatever he wants 
to buy just by striding up to one of 
three positions an the counter. 
The shopkeeper will then hand 
over an object to Heimdall." 



PROGRESS 




(Left) There are loads of characters 
to meet during your quest and con- 
versations will be initiated as soon 
as you walk up to them. Most of 
these brief chats will present you 
with additional information about 
your overall quest and various sub- 
plots the game contains. At the 
moment the team feel there won't 

be any need for Heimdall to respond 

to anything said, although that will 
be included if needs be. 



A few of the background tiles with a 
running commentary from Jerr: "The 
layout of the first 9a me was pretty 
random - some rooms didn't really 
relate to those adjoining it. Vou can 
now fully map this game without 
any problems." 

{Below) "She's just like that bird out 
of Hammer," offers lerr when 
Heimdall's female companion 
appears on-screen. This roughly 
translates into: "like all women, 
she's equal in every way to men 
although some of her attributes are 
different to Heimdall's. She's not 
much of a spell-caster but she can 
sure handle herself in a fight." 
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game how we want to and if it 
proves to be too much for some peo- 
ple then we'll take it out. It's not a 
problem." 

As we're talking about hacking 
people's heads off this might be a 
good time to mention Heimdall 2's 
combat system. And yes, it's com- 
pletely different to the first game, 
which, if you remember, took place 
on a separate screen in an RPG ish 
kind of way. 

"The reason we did combat like 
that in the first game is because we 
thought that was what everyone 
wanted, but now we realise that by 
doing it this way everyone will find 
it easier and a lot more enjoyable to 
play. It took up far too much graph- 
ics space and by freeing that up 
we've been able to incorporate so 
much more in terms of variety and 
gamcplay." 

All the skirmishes and scuffles in 
the game take place on the isomet- 
ric screen. "It's all in-game combat 
now," states Ged. "The baddies have 
different levels of intelligence; some 
will attack you with their clubs or 
arrows, some may even run away. 
You'll even get a few adversaries try- 
ing to talk to you. 

"This game is very different - we 
didn't just want to rehash the graph- 
ics and call it a sequel. That would be 
a real cop-out. In fact, nothing in 
Heimdall 2 has been re- used from 




(Above) Even though Heimdall 2 is packed full of features there are still 
additional bits the team have had to leave out, for one reason or another. 
"If we do a third Heimdall then hopefully it will incorporate some of 
those - we'll just keep adding and adding until we get to Heimdall IB or 
something," jokes Ged. 



the first game. We're writing this 
because we enjoy it ■ if we felt we 
were short-changing anyone then we 
wouldn't do it." 

Heimdall 2 is being written pri- 
marily for the 1Mb A500 (although 
there will be a 256-colour A1200 ver- 
sion following shortly). "If we were 
writing for a higher spec machine 
we'd put a lot more baddies in. We 
can't for the A500 because things 
start slowing down drastically," reck- 
ons Ged. 

However, there will be plenty of 
additional background effects to 
bring each screen to life like foot- 
prints appearing in the snow as 
Heimdall treks across it. 

"We believe we're using the A500 
to its full. There are plenty of visual 
effects like half-brite and so on, 
which makes it look much more 
impressive." 

On paper, Heimdall 2 sounds a lot 
like Core's other forthcoming 
release, Darkmere. "Yes, I suppose it 



does," admits Jerr, "but in reality the 
two games are completely different. 
Darkmere is a very sombre-looking 
adventure whereas ours is very 
bright and cartoon-y. At the end of 
the day I don't think anyone will be 
put off buying Darkmere because of 
Heimdall 2, and vice-versa." 

Although Heimdall 2 veers 
towards the graphic adventure side 
of things, the team are confident 
that even RPG die-hards will enjoy it 
whatever their preferences. 

"We think that the new elements 
we've added to the gameplay will 
more than make up for the loss of 
RPG -style combat. Even RPG purists 
will love Heimdall 1," boasts Ged, 

It's time now to leave the first part 
of the Work In Progress. Over the 
next couple of months we should see 
more and more gameplay elements 
added and tweaked until, come 
February, the game will be almost 
complete. Make sure you tune in 
next month I 



NEXT MONTH 



No, not another bit of advertising for the January Issue of The One 
(did anybody mention 'complete game'7) r instead a quick rundown 
of what you can expect in part two of this three-part Work In Progress, 
Next month we'll leave the subject of the original Heimdall and dive 
headfirst into the technical nitty-gritty of Heimdall 2, share the team's 
ups and downs, as weil as finding out how the music side of things is 



WILL TAKE YOU ON A JOURNEY THROUGH THE 
ST DEMANDING LEVELS OF ADRENALIN-CHARGED 
ACTION EVER SEEN ON THE AMI 
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El 9&S t) Rainbow Arts 1993/ Factor 5 1993, Published 







WAIT 'TILL YOU SEE 

THE REDS OF THEIR EYES... 
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Now showing on PC & Amiga 



s to go right. 



: > . JCtt» 



ii i PflOH nmuii "AUETV 3" 
o»vii ir J«Y FAD BKsiMHWMnJOmCARYEti 

TQS MJvix ii mjihun, Li N SC/IFP 
' —Tin.. DlHEGTM 



g on Amiga 



Lose is a four letter word. 
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Thanks to Frontier, Matt has managed to 
annoy Simon all month by constantly talk- 
ing to his mates about buying beam lasers 
and docking manually, and it looks as If 
Grand slam's latest may only fuel the fire. 
Mora axpleration and intrigue ahoyl 



It's a sad but true fact that peo- 
ple only react to horrendous sit- 
uations once the damage has 
been done and it's all too late. If 
you're looking for a perfect exam- 
ple of shutting the stable door once 
the horse has bolted then take a 
look at the sad history of a little 
blue-green planet called Earth in 
the Sol system. 

2048: The Earth's biosphere has 
now been so badly damaged by 
pollution that vast areas of the 
planet's surface are subjected to 
high levels of radiation. The United 



Nations members agree to devote 
all resources into saving the planet. 
2109-2502: Helped by the release 
of an artificially produced "ozone 
replacement", the holes in the 
ozone layer begin to get smaller and 
the Earth enjoys a period of pros- 
perity and peace. All weapons are 
abolished, and any nations showing 
aggressive tendencies are dealt with 
swiftly by u\N Military forces. Even- 
tually the Earth is a conflict-free 
zone and scientific progress accel- 
erates in this enlightened atmo- 
sphere of unity. 
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The galaxy is a fairly big place to say the least. There are 10 races to 
encounter across S solar systems and you can explore 1 40 planets or 
moons, some Of Which can be colonised. You can't just land any old 
place though, as you could find yourself being crushed by horrendous 
gravity, or worse Still, landing on a volcanic world (inset)- Some seri- 
ous surveying is called for. methintcs. 



2563: Over SO years of dedicated 
research comes to fruition when the 
U.N Nuclear labs successfully com- 
bine elements of 
Einstein's Unified 
Field theory with 
anti-matter 
physics, creating 
a new form of 
propulsion. By 
warping the very 
fabric of space, 
points can be 
brought together 
making fast trav- 
el between solar 
systems a ^possi- 
bility - 70 years of 
space exploration 
and colonisation 
research begin as 
colonisation on 
other worlds 
becomes a real 
possibility. 

2616: A strange uprising begins 
on Earth; people become hostile and 
overthrow the establishment as a 
bloody conflict ensues in which the 
growing number of rebels are victo- 
rious. The last order of the 
old regime is the emergen- 
cy departure of the Explor- 
er 2, a colony ship carrying 
1500 people. 

2621: The ill-equipped 
Explorer 2 reaches a new 
solar system, but the stress of stop- 
ping the ship causes the generator 
to explode, forcing the crew to 
escape using the safety pods - only a 
small proportion of them make it to 
New Earth... 

Many, many (and I mean quite a 
lot of) years have now passed, and 
the New Earth colony is well estab- 
lished and dose to where Old Earth 



I I There's no 
point in starting a 
project if you only 
think that it will 
be second best, 
and we are confi- 
dent that Reunion 
will be THE 
best J j 

Gabor Feher, 

Reunion's project 

manager 



technology levels were at the time of 
the uprising, As a leader of the pop- 
ulous, you have decided that it's time 
to return to space and 
reconquer Earth - it's 
time for a,- REUNION. 
(©1991 The Matt 
Brought ton book of 
long and tenuous 
links. Penguin books, 
priced £17.99) 
So, with the plot 
behind us, we turn 
our eyes to the sky 
and wonder just how 
the bloody hell we're 
going to get to Old 
Earth. No problem! 
You have some of the 
finest minds, pilots, 
resources and work- 
ers just waiting to be 
called upon. First 
things first, you had 
better yet someone to invent ;.p<ic<? 
travel or you aint going anywhere, 
my son... 




Once you have the credits, the man- 
power, and the raw materials, you 
can start to build your fleet of ships. 
There are a wide variety of ships to 
choose from, and these can be var- 
ied further by use of different 
weapons. As you can see from some 
of the other ships dotted around 
the page, their graphical representa- 
tion goes a long way to creating 
Reunion's atmosphere. 







"here's not much point in building ships if you've got no one to fly them, so 
it's off down to the job centre for me, Now then, which one of these hardy 
tough-nuts should I pick? Vou need to employ people with different skills at 
Mime point or other in the game, and this is how you make your choice. 
»ick a face and see what their qualification!, look like, not forgetting to 
check their fee. of course. 




these are just two examples- of the 'video clips' you'll come across during 
Mm game. Here, short, stylish animations break up the static when certain 
situations arise. I realise that you still can't see what it looks like when it 
moves, but believe, me, it's very tasty. Mere you can (ar can't) see a pilot 
about to crash and a fighter being launched from its hanger, Pretty good, 
rsrttit? 



Reunion is a strategy/space epic 
that resembles a number of (james 
from Civilisation to Dune 2 to Fron- 
tier. By developing technologies, sci- 
ence and personal skills, you must 
gradually stretch your reach across 
the surrounding star systems in an 
effort to reach Old Earth. And what 
are the chances of you reaching 
Earth without bumping into about a 
million problems, not to mention 
alien life forms? None mate. That's 
what. 

As with a huge number of games 

that we've looked at just recently, 

you need to develop your populous 

n both technological and military 



might, and though new inventions 
may appear to only affect civilian 
life, more often than not their mili- 
tary use will become apparent at a 
later point. 

Weighing in at an impressive 8 
Megabytes on hard disk, or 4 floppies 
(let's not forget that the game engine 
for Frontier only took up 1 disk). 
Reunion has certainly pushed data 
crunching to the limih, it nothing else, 
Gabor Feher, Reunion's project man- 
ager: "The hardest thing program- 
ming Reunion was solving incompat- 
ibility problems. This has been a 
problem on the PC for years but it's 
now becoming a problem on the 




r example of the sketching skills of Tamas is evident L 
_ of characters that you'll meet in the game. There J re to 
tons of these character mug shots, not to mention all the difl 
variations for the professions - pilots, inventors 




FOOTBALL 

TACTICIAN 2 



New 93/94 version sets even higher 
standards and breaks more records. 

Firmly established as tire definitive football strategy game, 
FOOTBALL TACTICIAN 2 is now available in three superb versions: 
FT2 ENGLAND the original and the first over management game where 
tactics and real-time match intervention are the main requirements for a 
successful campaign. FT2 SCOTLAND the first ever simulation covering 
the soccer scene north of the border featuring the Premier and First 
divisions. FT2 ITALIA with the fabulous serie A and serie 3 for the thrills, 
the passion and the glory of the world's most exciting league! 
Three great games with the latest 93/94 stats. One soon realises that 
FT 2 is no ordinary soccer manager. THIS is the REAL THING- You're in 
charge Events on thejield are the direct result of your inputs. Even when 
trailing badly, a match can still be retrieved if you make shrewd tactical 
interventions. There are risks involved, uncertainly and even luck. But in 
the end, it's all down to you! Can you rise to the challenge'? Try FOOTBALL 
TACTICIAN 2 for the ultimate football experience! 

What makes Football Tactician 2 so special? 

* Biggest ever multi-user system: up to 4B users! iwttO said four was the limit?) Now 
With HGW rating system reflecting managers' ability and achievements. 

* First ever fuHy interactive management game, intervene al any time during a match 
to change tactics, make substitutions, adjust formation or mark players. 

* Most accurate player definition: 30 parameters including feat ages, aptitudes. skUSs. 
CSP9. playing positions,, fitness, morale and market valuation. 

* Largest results database- 21290 match results and league positions going back 20 
seasons all instantly retrievable. AH of which may be printed out 

* Professions! recording: 3@ matches always recorded IN FULL tor full-scale replay. 

* First ever referee involvement: true to Ute behaviour Beware of adopting 'rough 
tactics' when Jim Parker is in charge! The message is clear: know your rets. 

* Fastest ever setting-up time: initial start-up in less than two seconds, thanks to 
900K of super- fgsl machine code- Smoothness of action is fK's haUmark. 

* Most accurate editor: built-in intuitive editor capable of entering new players end 

fine-tuning ail parameters. Essential for the seriOUB user 

* IS different tactics from rough play to offside-trap adjustable throughout the match. 
You manage your side before AND during the match 

* Three levels of match reporting, from highlights only to baH-by-bati commentary. 

What are the new features? 

' FA Premier League and Division One permanently in memory with tulf interaction, 
promotions, transfers. European pool, play-offs, local and European Gups. 

* Man of the Match. Player of the Year: Manager of the Ysar. Transfer doadHne. Pitch 
invasions, figtrts between players. 

* Easy solaction of penalty takers, free-kick takers, wingers, captains, ban winners, 
play-makers, overlapping futl backs, reserves, substitutes... 

* Unique database-type search facMy to locate any piayer in the league 

* Fun-scale printing facilities, highly suitable for Play-by-MaH- 

" Intelligent behaviour of computer sides capable of changing tactics to respond to 
situation on the field or making substitutions based on fitness and fatigue. 
Plus mid-week transfer and fitness news. 

* FriendUes, top scorers charts, precise transfer markets, club history, financial 
position and much much more! 

Why Is FT 2 not in the shops? 

The very essence of a football strategy game is its accuracy. With tracers 

happening every day ruies being changed and players being injured, shop 
games are out J of-date the moment they come out. Some publishers issue 
yearly revisions. That may be fine but not fine enough For us. The FT2 you 
buy is 100% up-to-dale. We revise the program and data weekly. There are 
no compromises Who wants to play a game lhal says that Florentine are in 
serie A. or Forest in the Premier League? Who wants to play a game that 
features Eric Cantona at Leeds or Ruud Gullit still at Milan? No known 
football game is more up-to-date than FT2 and that's a fact! 




Please rush I copy ol 
FOOTBALL TACTICIAN 2 
FT2 (Scotland! 
FT2 Italia (serie A and serie B) 

FT2 Double Pack (tick any Iwo) 



My machine is an 
AMIGA A500 (one meg) G 
A12QO a 

Name 



Address 



£22.99 G 
£22.93 D 
£22.93 D 

£29.95 D 



A600U 
ATARI ST/STE G 



I enclose cheque for .IT My Visa number is . 

Visa or Access orders: same-day dispalch Overseas please acid £1 ptkp 



TALKING BIRDS 0702 523607 

5 Minster Close Ravfeiah Essex SS6 8SF 
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Amiga. A1200 code has to be 
changed a lot to fit on a 500/600 
and vice versa. The other big prob- 
lem is the lack of hard disk as stan- 
dard. When you have to display 
hundreds of kilobytes of anima- 
tions you can't afford a long wait 
for data to load, This is why we 
have a very efficient cruncher pro- 
gram, but even this way we won't 
be rible to fit all the animation* into 
the A500 version. The other prob- 
lem is the slower processor speed 
of the Amiga compared to high-end 
PCs. You have to work in assembler, 
which slows down the project, but 
assembler is faster than any other 
language- 

"The A1200 version will use the 
machine to its full capacity. It'll 
have superb animation sequences, 
lots of speech and use 25-6 colour 
graphics. This version wilt only run 
from hard disk, but should be bet- 
ter than the PC A CD32 version is 
planned for later next year.™ 

When I first asked Steve Sargent 
from Grandslam about the game he 
told me that it could only be 
described by taking the best bits 
from other games and mixing them 
together- What did Gabor original- 
ly set out to do with Reunion? 



"We tried to create a game that 
is a bit different to other games on 
the market. With the excellent 
graphics and animations we've 
tried to make a good atmosphere 
for games players. 

"AH we can say is that those 
who like these types of games 
[space exploration/strategy] will 
like Reunion as well. There's no 
point in starting a project if you 
only think that it will be second 
best, and we are confident that 
Reunion will be THE best" 

Grandslam "s Steve Sargent 
explains how the combat sys- 
tem works: "You spend your 
time building up your army 
groups with anything up to 
about five or six different fight- 
er craft equipped with different 
kinds of weapons, and then send 
them into any trouble spots. What 
you get on-screen is a radar on one 
side showing your ships' positions, 
with the other half showing a 
video sequence with clips of, for 
instance, a ship being destroyed or 
taking a hit or whatever is going 
on at that particular time. The bat- 
tle unfolds, and though you don't 
actually control the ship in ID, it 
happens in front of your eyes as a 









{Above) Faces, fates every when, 

none of them the same. 

strategic battle based on the u 
So why opt for the 'wat 
rather than join in' system? Ga 
"We feel that one of the m 
important parts of a game is 
control system. This should alw> 
be as easy to use as possih 
which is why we have opted for 
intuitive icon interface. We ha 
dlso enabled a few functions to 
accessed from the main screen 
that the player may feel more 
part of the game environment 
control of the ships can be do 
with icons or clicking on the c 
trol panel. You can see how 
ship performs but it will be no 
prise to you as you will 
organised its configuration a 
checked its statistical than 
before hand." 

Another of the game's surpri 
is the number of alien charact 
that you will encounter. There's 
specific amount available 
we're assured if there was then 
would be huge. Was it a probte- 
keeping the aliens different a 
interesting, and what about tl 
artificial intelligence? "They we 
actually easy to make up but 
fkult to program. It took a n 
long time - some aliens have 
ferent weapons, and someti 
you will battle against seemin 
impossible odds until a bene vol 
race step in. The way you develo 
equipment is also controlled by a 
artificial intelligence system 

So what's left to do? "The PC 
version is near completion and tht 
Amiga version is close behind. W. 
stilt have to touch up some of th 
alien intelligence, tidy the mail 
screen, finish the shading for th* 
planet rotation around the sun and, 
of course, polish off the intra." 

I'll be honest with you now 
Reunion looks superb, even in ii 
early stages, and I can't wait to gi 
my hands on the finished versioi 



(Above) What futuristic gam* 
would be complete without an 
incredibly sexy-yet-hard looking 
'Judge Anderson' type? well, 
Reunion is no exception, with some 
more of lamas' sketches getting 
the player not only wet with antici- 
pation, but desparate to meet 
someone like this in real life. If 
there are any readers that look like 
this, please feel fr*e to send in your 
addresses and a photo. 




What? Another caption? Oh, er, my 
word, hav« yw s«"rt th* price of 
bacon these days? . 




This Winter's hottest game. 
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Theme Park 



Bullfrog ___ 

ln-house: Peter MoIyneuM [project manager); Paul JUtcL 

ie {artists \; James Robertson, Mark Lamport (programming); Russell Shaw (m us i 

September 1992 

larch 1994 
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There's a new game on its way. It's from 
Bullfrog. Simon Byron takes a look. And 
uses short sentences. 
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|=t_p-> B-(t 5-> c/4) + <K1 
|(t-s~-> H + t_s -> T)) + (K2 ft- 
I p -> H + t - p -> TJJ 
It may be true that we're guilty of 
starting off everything we write with 
any old crap, but the above line of 
garbled letters and symbols is actu- 
ally a mathematical equation from 
Theme Park, Bullfrog's next release, 
designed to work out whether or 
not a little person will wander into 
any newly-created amusement cen- 
tre. Even though on the surface the 
game looks pretty simplistic, your 
computer will be working out equa- 
tions like this virtually non-stop. 
Frightening, isn't it? 

We seemed to have jumped the 
gun here, so let's explain what the 
game is about Theme Park, as it is 
aptly named, places you in control 
of a rapidly developing entertain- 
ment complex. By constantly adding 



to your attractions, it's your job to 
create the biggest and best tourist 
attraction this side of Alton Towers. 
It's basically Sim City with roller 
coasters and merry-go-rounds, but 
With one important difference. It's 
fun to play, 

Theme Park is the brainchild of 
Bullfrog's Peter Molyneux, and has 
taken almost ten years to develop. 
Sort of. 

"In 1983, all you had to do was 
write a game where Space Invaders 
attacked Mars and you'd sell a bil- 
lion trillion copies" and be perceived 
as the greatest programmer ever," 
laughs Peter. "So I, in my infinite 
wisdom and blind stupidity, I decid- 
ed to write a business simulator 
called Entrepreneur. Even though no 
12 year-old wants to play a business 
simulator (they're too interested in 
arcade games), 1 still decided that it 
would be a really good game. 

B 
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"I finished the game, play-tested 
it and was convinced that the game 
would sell millions, even though the 
game was text-only, I took an advert 
gut in a national computing maga- 
zine and was so convinced that I was 
going to have so 
many orders that I 
notified my local Post 
Office sorting depot 
and warned them of 
the impending 

avalanche of mail. At 
the time my office 
was in the corner of a 
warehouse and the 
day before the maga- 
zine with the advert 
in it was due to hit 
the streets I noticed 
that my letter box 
wouldn't be big enough to cope 
with all the envelopes So after cut- 
ting a Larger hale in the door, I 
believed I was fully prepared. 

"The day the orders were sup- 
posed to come flooding through the 
door, I arrived at my office at 7.30 
and waited for the sounds of the 
approaching postman. Finally, foot- 
steps could be heard - which was 
odd, because I was ejecting some- 
thing like a dump truck - and two 
envelopes popped through my huge 
letter box. Those two envelopes con- 
tained the only orders I ever got for 
the game, And I suspect that one of 



■ I .„ I love 

theme parks 

and it was a 

great excuse to 

do some really 

good 
research. 

P«ter Molyneux 
Bullfrog 



those orders was from my mum. 

"To this day, there's a hundred 
pound prize for the first person to 
complete the game and at that time 
a hundred pounds was a lot of 
money I lived in fear for a good few 
years after in case some- 
one tried to claim their 
reward. 

"Despite its lack of 
sales, it was a really 
good game and fun to 
play and I've always 
been looking for ways 
to make it appeal to 
more people. Then one 
day the perfect idea hit 
me ■ I'd create a game 
where you control your 
own theme park. So 
what we have in Theme 
Park is a game you can play on three 
completely different levels. You can 
just see what it would be like to 
build a theme park to your specifi- 
cations. You can play it as a simula- 
tor where you have to maintain the 
park and keep all the visitors happy. 
Or finally you can play it as the full- 
blown business game where not 
only do you have to design and 
build your own theme park, but also 
operate a healthy and successful 
business from it." 

But why not create a game about 
building up a successful bank or cor- 
ner shop? "Well, I love theme parks 
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Theme Park will feature hundret *f tamplfrd sound affects 
taken from the real rides themselves! 



many 



All th* availihla options will bo 
displayed in the menu an the left. 



Many nf the graphics were created 
by using meshes, just like h*r«. 
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and it was a great excuse to do some 
really good research. It's also some- 
thing where you often go and think 
'If I'd had been given the chance to 
design this place I wouldn't have put 
this there, or that there, etc' -And it's 
also something that people can 
immediately associate themselves 
with. If I told you that this game 
enables you to design theme parks 
then you immediately know what 
I'm talking about." 



At the start of the game you're 
presented with a big field which has 
a number of randomly-generated 
features such as rocky areas and 
lakes- You can set up your theme 
park in one of forty countries. There 
are advantages and disadvantages 
for each country - for example, if you 
set up park in Iceland then the land 
will be cheap but you'll need to 
make the park very, very exciting for 
people to want to travel there. 



Design the parks is easy, due 
mainly to the care and attention the 
Bullfrog team have put into the 
interface, "We've designed the sys- 
tem to be as easy to use as possi- 
ble," says Peter. "If you've ever used 
a paint package then you'll have no 
problems with Theme Park's inter- 
face. One of the main differences 
between this and, say, Sim City is 
that you're given the chance to 
experiment with layouts because 



you don't pay for anything until it's 
been there for a month. So you can 
design for your heart's content and 
not have to pay for doing so." 

Your park will be limited only by 
your imagination. To demonstrate 
how you can create an almost infi- 
nite supply of brilliant theme parks, 
Peter sets up his own park 'Bullfrog 
World' and talks me through the 
theme park-building process as he 
goes about it. 




rr 



f l llflllJII|4| 








*'*%♦ • 



— " 



V 



w y 




This is what you're aiming for - a crowded park filled with people and rides. 
Reach this stage and you may be up for a prize. 



(Above) H«re are a few shots showing the variety of attractions you can 
build. And there are many more besides these! 
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Woo -scary! You wouldn't catch me 
in that Haunted House 

Having layed down the founda- 
tions of the park (paths and a nice 
pond), Peter erects a couple of rides; 
a roller-coaster and a merry-go- 
round. A bus laden with eager visi- 
tors then pulls up and after each has 
paid their admission charge 
(adjustable, of course) they begin to 
roam Bullfrog World. 

"Obviously people come to a 
theme park to go on rides. Yqu 
decide which rides you want to 
place but you need to take into con- 
sideration how they'll queue, H 
you're space conscious then you'll 
design a twisty-turny queuing sys- 
tem rather than a long, straight line 
which isn't exactly the most conser- 
vative use of space, 

"You can adjust how many peo- 
ple need to be on a ride before it 
starts. Its best to try and fill up each 
carriage so that you don't waste 
power by sending off a roller coast' 
er with just one person in it, but if 



you wait too long before starting up 
a ride then the people sat on it will 
become bored, reducing their over- 
all satisfaction with the park- 

"The roller coaster is the best ride 
of the lot. You can make it as safe or 
as unsafe as you want by adjusting 
individual slopes, comers and loops. 
You just plot a start, mark out the 
route and as long as the track ends 
up where you started from then 
you're free to do what ever you 
want. You can even alter the size of 
the loops and corkscrews but you 
have to ensure that the carriages 
have enough momentum to make it 
round. 

"If you feel that some of your 
rides are a bit sedate then you can 
alter the 'excitement level', which 
basically speeds things up. The trou- 
ble with doing this, though, is that 
the faster a ride goes, the more like- 
ly it is to break down, 

"It's best to provide some food 
shops because you have to make 
sure that people have the opportu- 
nity to spend money," Peter advises 
as his eyes turn into large green 
pound signs and his ears emit a k- 
ching sound. "You can have all kinds 
of food emporiums - chip shops, ice 
cream shops, lemonade shops, ham- 
burger shops, those kind of things. 
In the business side of things you 
can vary the amount of money you 
make on the chips but a large part 
uf the overall strategy is keeping the 
balance right - if you charge more, 
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AND THAT'S NOT ALL 

Along with many as-yet uncon- 
firmed titles, Bullfrog are currently 
developing two revolutionary 
games. Both look set to be as 
ground-breaking as all of Bullfrog's 
recent releases even though they're 
both still a long way off completion. 

Magic carpet is shaping up real- 
ly well. The 3D game engine looks 
stunning and the way the land- 
scape fades in from the distance is 
just amazing. Even though the full 

game-engine isn't fully imple- 
mented, the already game 




There really ar« too many things going 
virtually. 5* I'd butter nwt- 

you'll make more, but your cus- 
tomers won't be very happy, You 
can also vary how much salt you put 
on your chips, the theory being that 
you can sell more drinks by making 
the chips saltier and, as a conse- 
quence, your visitors thirstier." This 
latter theory, by the way, is prac- 
tised in many pubs and night clubs 
in Bournemouth- And they turn the 
air conditioning off to make you 
hotter so that you'd buy more beer. 
Just thought you should know. 

Remember that equation back at 
the beginning of this Work In 
Progress? Well, there are loads more 
of theit; calculations running in the 
background, working all kinds of 
things like how people will react to 



plays surprisingly well ■ there's a 
genuine sense of vertigo as you 
sweep past the mountains and val- 
leys. The screen shots shown here 
are from the PC version tout Peter 
assures us that the CD32 version 





will look identical. It's possible that 
there will be an A1200 version, but 
an ASO0760G version is almost def- 
initely a non-starter. 

Creation is the other game pen- 
cilled in for a CD32 release Placing 
you in control of an underwater 
vehicle, you have to influence 
opposing fish colonies in an 
attempt to conquer the oceans. It's 
also another brilliant 3D game, 
although the major graphical dif- 
ference between this and Magic 
Carpet is obvious. A lot of care and 
attention has gone into creating an 
accurate 'ripple' effect which simu- 
lates the effect water has on light 
shining from the surface. 

Both games look set to be 
released towards the end of 1 994 
and you can be assured that we'll 
be taking a closer look at these two 
as soon as we possibly can. 



certain situations, whether or n 
they'll want to go on rides and e 
where they'll decide to eat th 
yummy hamburgers. 

"The little people prefer the pa 
to be aesthetically pleasing so 
can plant trees and create little 
nk areas," offers Peter "But th 
you have the problem of litter - bi 
and little collectors need to 
added to pick up all the empty wra 
pers and cans. Too much rubbish 
obviously alter the look of the pari 
As you continue to expand you 
tiny empire, the folk meanderini 
around will indicate their eurren 
satisfaction with the place by star 
ing out of the screen and pullirri 
different expressions. If the; 
become too depressed (for want a 
a word that isn't swearing), you 
initiate the emergency entertain 
ment option which sets off a ma 
sive firework display. 

You can build your theme park fa 
just for fun or to compete in th 
many competitions within the gam 
There are prizes spread over snum 
ber of categories, including High 
Roller Coaster, Richest Theme Par 
and Best Overall Park. There are fort 
other parks vying for the top spot 
each of these competitions, 
although you can't move the displ 
to see exactly how each is doing. 

"There will be a network optio 
so you can play Theme Park over 
modem against forty othi 
friends," states Peter, "but yo 
won't be able to check up on then 
other than by constantly looking a 
the progress charts." 

"To get to number one will Dt 
pretty hard," reckons Peter 
although he doesn't offer £100 fo 
the first person to do so. 

Even if Sim games haven' 
appealed to you before, the combi 
nation of an unusual and interestim 
scenario and well animated, cutsi 
graphics should ensure that Them 
Park will keep you coming back fo 
more. One thing's for sure: Sir 
games have never been so much fur 



PREMIER MANAGER transformed the lace of STRATEGY 

football management game's with its accessible and enjoyable 

game style, It has remained in the charts since it's release late 

in 1992. And now. PREMIER MANAGER 2 is ready 

with a whole host of added features. 

Have you the management skills to turn around and 

improve your teams performance? 

Get ready to blow the whistle on THE football game for 1993. 



FEATURES INCLUDE: 

■ 16 playing formations with 8 playing styles 

and 12 match tactics. ■ Negotiate wages, bonuses 

and contracts. ■ Comprehensive banking system with 

changeable interest rates. I Up to 26 players per 

team wilh limit of 4 foreign . I Set ticket prices 

and crowd control. ■ IMMEDIATE sacking 
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"This really is the 

best bits of all ihe 

looty games, bundled together and 

laid out on a golden plate for you." 

i The One 90%. 
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After infesting the Earth with homicidal 
balls of hair, French developers Kalisto 
have taken the Tinies hack home. The 
rather furry Matt Broughton follows the 



trail. 
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magine living on a planet made 

up of levels. It'd be a nightmare. 

You'd get Up in the morning (level 
one) and have to leap and fight your 
way to the bathroom, making sure 
you pick up enough toiletry items 
along the way. Then you'd get the 
obligatory trip to work or school or 
whatever (level two) which involves 
fighting your way past other com- 
muters, leaping from platform to 
platform on the Tube and racing to 
get a seat every time someone else 
gets up... come to think of it we do 
seem to live in a level-infested world, 
trouble is this one doesn't have fancy 
rewards at the end. 

Anyhow, this kind of hectic life- 
style is pretty much run of the mill 
for the rebel Tinies in the sequel to 
their previous game Tiny Squeeks. 
Since returning from their unsuc- 
cessful tour of Earth in the original, 
they've returned to Sklumph (their 



I ty 




home planet) to find its King kid- 
napped by evil Tinies and the nine 
different worlds infested by rabid 
furballs and demonic monsters. Nine- 
ty levels await these plucky, yet 
strangely hairy, heroes, with 

over a hundred bonus levels to 

boot. 

"I was always looking to do an 
action-based game on the characters 
from the Tiny Squeeks," explains 
Nicolas Gaume, project leader of the 
French development team Kalisto, 
"We actually wanted to have some- 
thing combining the characters from 
Tiny Squeeks with the fun of a plat- 
form game but doing it with a new 
concept and new designs. When l 
met up with Sebastian Wloch, a 
developer friend of mine, and he told 
me his original idea for Fury of the 
Furries, I thought 'Well that's itt'. So 
we hired him, he joined the team and 
he started working on the story-line. 
Fury of the Furries is the sequel 
and has been described (by Tilt, a 
rather prestigious French mag) as a 
cross between Lemmings and 
Sonic the Hedgehog, "We were 
very happy when they said that 
because that was exactly what we 
wanted to achieve," says Nicolas. 
"When we set out we didn't look at 



specific games for ideas. Instead we 
took people who had a lot of expe- 
rience in designing platform and 
action games and 
we all wanted to 
have something 
different We didn't 
want a standard 
platform game as 
there are already so 
many of them. 
Instead we wanted 
to have a cross- 
breed, a new 
genre, " 



When you 
look at other new 
Amiga games you 

tend see more 

colours and more 

frills on them. We 

wanted to have 



that things started to come together 
very quickly until we had a bet ver- 
sions of the game. After the beta was 
developed we 

worked very long 
and hard on making 
everything as neat 
as possible. 
"We wanted to cre- 
ate a good game. 
When you look at 
other new Amiga 
games you tend see 
more colours and 
more frills on them. 



Jry differs from d game play then We * anted to 3" 

platform 6 * . r * 9<>od gameplay 

worry about the 
rest. I I 



Nicolas Gaume, 
Kalisto. 



most 

games by giving 
you control over 
more than one 
characteratatime. 
You start by guid- 
ing four Tinies 
around each level, 
each Tiny being a different colour 
Different colours have different 
abilities (from fireball-throwing 
to grappling hook-swinging). All 
of these abilities are needed if you 
are to guide the Tinies to their cap- 
tive King. 

Nicolas, and indeed everyone at 
Kalisto, has been adamant about the 
gameplay being given priority over 
everything else, even if it meant 
delaying releases. Here he explains 
the creation process: "The 
designer and the project manag- 
er have both been involved in 
designing different types of games 
so they drew on ttieir backgrounds 
to create this original concept. After 
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then worry about 
the rest. I would say 
the most difficult 
part of the whole 
project was at the 
end of the develop- 
ment, making sure it 
had the best play ability we could 
manage." 

With any luck, we should have 
a fully-playable demo of Fury of 
the Furries with the next issue so 
you should be able to sample its 
addictive qualities for yourselves. 
Until then, though, you'll just have 
to drool over the screenshots. 
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* An ultra-friendly easy-to- 
use beginners' guide to 
programming 

• Helps you create impressive 
graphics, scroll text and add 
music to your creations. 

Write programs, create games, produce impressive graphical effects, scroll text, the list is endless. 
If you're a complete beginner or an advanced programmer, AMOS is for you. 
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The military simulation 
of the year" is says 
here, and who am I to 
argue? The original Campaign was a 
highly successful and detailed simu- 
lation of land-based warfare in World 
War 2, but Campaign 1 is set to blow 
that away with updated scenarios 
ntluding post-war vehicles and mod- 
ern weapon systems. Phwoar! 

Just as Campaign included sever- 
al historically accurate maps. Cam- 
paign 2 will be brimming with charts 
covering many real conflicts from the 
last 50 years, and after long consul- 
tations with military strategists. 
Campaign 2 is looking to emerge as 
the most comprehensive simulation 
- not just of warfare, but of the 
whole strategy of running an army 
as viewed from all levels. What this 
really means is that there is now a 
fully-working army system installed 
so that divisions have regiments, 
which in turn have battalions, and so 
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an, all the way down to individual 
vehicles. This may not mean a lot to 
your average games player, but to 
the strategy gent, it should smell of 
realism, 

The system has been updated to 
include over 100 new 3D vehicle 
shapes including British Challenger 
tanks, German Leopards (1 & 2}, 
American Abrahams, Israeli Merka- 
va and Russian T72s, plus loads 
more, and also includes guided mis- 
siles, rockets, homing missile, laser 
range finders, gun stabilisers and 
night Sights. Another new feature is 
that not only can you drive all the 
vehicles in an improved 3D environ- 
ment, but you can even fly helicopter 
gunships. Yippie-kai-ay muddy fun- 
ster! 

As with Campaign and the data 
disk, predefined maps will be includ- 
ed, (such as Korea in the 1950's, the 
six day war in the 1970's and the 
Gulf war in the 199Q's) and maps can 
also be edited and saved to create 
new scenarios, All the nations depict- 
ed in the game have templates for 
the shape of each level in the hierar- 
chy to allow real divisions, regiments 
etc to be placed into the maps. 

Strategy fans and previous Cam- 
paign owners seem to be in for a real 
treat and we should have more news 
for you in the next issue of your 
super-sexy-soaraway The One. 
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Who in your household is 
always happy to lick your 
sweaty feet, carry a news- 
paper all the way home from the 
shops, and, for that matter, urinate 
all over the kitchen floor every morn- 
ing? Yes r it's your faithful 1 hound- 
Why am I on about dogs, I hear 
you ask - well it's Doofus; a superb 
platformy game that just appeared 
out of the blue from the German 
house Prestige Softwareentwicklung 
(and I didn't make that last bit up!) 
In a similar but reversed plot to 
Sleepwalker, you must guide your 
four-legged friend through the dan- 
gerous locations of three worlds, 
split across twelve levels- Doofus is a 
well trained chap, though, and will 
always walk to heel rather than just 
wandering off, so you'll need to pro- 
tect both your's and your dog's life 
if you want to get across. 
Unfortunately he always follows a 
second or two behind you, so this 
task will take just a bit of forward 
planing and good timing. Enemies 
come In the form of cartoon-style 
elephants, butterflies, monkeys etc, 
and can all he dispatched with a tap 
on the fire button - sending a small 
but powerful ball their way. Other 
hazards to be avoided include spikes, 
mantraps, water and such, and 
again careful timing is needed to 
ensure that both you and your mutt 
make it across - don't forget, if one 
of you dies, both of you dies in a 
'love me, love my 'dog' sort of way. 
You can collect icons along the 
way (as well as in a shop at the end 
of each level) that allow you to 
bomb all baddies on-screen, make 




Doofus invisible, add revolving orb 
shields, and let both you and Doo- 
fus travel for a short while in a pro- 
tective bubble. Point bonuses are 
there for the taking throughout, as 
well as being found in the special 
dog houses which Doofus can enter. 
It looks and plays very nicely I can 
tell you, and the game will be avail- 
able for all Amigas at the end of 
November, retailing for a reasonable 
07.99. Woof! 
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GENESIA 



Mindscape 



If you like the character of The 
Settlers, the strategy of Civilisa- 
tion, and the look of Populous, 
then you could be in for a treat 
Mindscape are about to release their 
latest offering into the 'coming 
along nicely' stable of God -games, 
and it looks damn interesting I can 
tell you. 

The objective of the game is actu- 
ally to recover seven jewels, but this 
is something that can only be done 
once you have raised a populous 
strong enough to make a credible 
attempt. To stand a chance of suc- 
cess you'll need strength in both 
your economy and your armies, as 
well as having the technology avail- 
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able to fulfil your goal. You can play 
against up to three players and will 
need to make good use of your ini- 
tially small number of settlers if you 
want to take an early lead. 

The real skill in Genesia is how you 
develop your peoples' skills through 
set occupations, taking a logical 
pathway through their develop- 
ment. To attract the wandering 
nomads into your 'tribe' you'll need 
to be able to offer them shelter and 
a future- By assigning one of your 
settlers to the occupation of archi- 
tect, he will be able to build differ- 
ent constructions as well as con- 
struct additional homes for your 
people - of course he'll only be able 
to do this once a woodsman has cut 
down some trees and a carpenter 
has turned them into usable wood. 
I think you get the picture. 

The game runs in as realistic a way 
as possible, with seasons coming and 
going, affecting people as they 
would in real life. Autumn is particu- 
larly favourable for farmers as the 
crops are harvested, while the 
harsh Genesia winter brings a 




stop to all outdoor activities [farm- 
ing, wood cutting and carpentry). 

There are also set 'formulas' that 
need to he exploited throughout the 
game - e.g. by creating a workshop 
and a number of inventors, you can 
expect new inventions (funnily 
enough) to be presented to you as 
time passes, making life for your 
people easier . 

I've hardly scratched the surface 
of Genesia here, so I think you'll 
appreciate why Mindscape are 
expecting this to have appeal for a 
long time. You can be sure that we'll 
be giving it a thorough review next 
month. Just you wait and see if we 
don't! 




PUGGSYI 

Psygnosis 

I'm not being funny (just for a of any items found while taking or 
change) but have you noticed the unfriendly inhabitants along th* 
how many Psygnosis game titles way. 



m not being funny (just for a 
change) but have you noticed 
how many Psygnosis game titles 
include the letters P S Y and G in 
them. Well even if the titles don't, 
you'll still find them somewhere 
prominent in the game - Perihelion 
had PSYchics as I remember. And, er, 
that's all t can think of. Anyway, I'm 
sure we'll find none of that egotistic 
behaviour in their latest release, 
PuGgSY. There, see. Told you. 

Anyway, Puggsy has one aim in 
life - to get off this horrid planet and 
back to his own world Yes, Puggsy 
is yet another casualty in the 
'crashed on an alien planet and must 
now find his space ship' epidemic 
that seems to continually pop up in 
just about every game released 
nowadays. As you might expect, you 
are about to help Puggsy across this 
dangerous isle, making the best use 




of any items found while taking a* 
the unfriendly inhabitants along th* 
way 

Puggsy can go left, right, jump 
and fire with the best of them but 
what (apparently) takes Puggsy 
above the others is his TQl - Tot* 
Object Interaction. What this boils 
down to is the way in which Puggs) 
interacts with the billions (are vol 
sure you mean billions? - Simon) o* 
objects that are to be found around 
the strange world If you find a boi 
of sneakers you can climb on top of 
it, throw it at enemies or take the 
sneakers out and wear them for 
extra speed 

You'll find tons of objecti 
along the way, but it's up to you 
to work out just what they're ah 
for. On some levels, however 
you'll be given clues to find a cer 
tain object by the Clue Chest 
Open it, and it will tell you what 
to look out for. 

Let's be honest, this all sounds a 
little bit strange and I'm certainly no 
more in the picture than I was when 
I started, so let's just look at the 
screen shots in silence for a moment 
and hope that things become a bit 
more clear once the game comes in. 
Thanks. Sorry about that- 
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The aim of "The Settlers" Is to develop a working and successful 
colony, in a world which allows the player to get lost in the 
exhilarating medieval fantasy atmosphere which the game 
creates. The lifeline of ony civilization relies upon the creation 
of small settlements, the exchange of goods and services and 
the production of food. Cut trees, work in mines, produce 
weapons and tools, deliver building materials, defend your 
landf and castles, attack your enemies, provide work for your 
people and much, much more.. It is possible to create up to 
64,000 people in your kingdom, Each one will behave as an 
individual and will perform a different task, that can be watched 
at every time during qame-play. "The Settlers" is a proud 
addition to the successful Blue Byte stable of unique strategy 
games. The kind of game, that has never before been 
published, keeps the player fully engrossed with Ifs deep 
strategic, economic and fun elements.. 



Oppoting knightj gno» ma* crtiu fa harden Is 

stool j*our with 



"The Settlers" is a I or 2 player game - 2 players can com- 
pete simultaneously on screen together or together against the\ 
computer - depending on your computers' specification up to 
64,000 "tiny people" will be displayed - 20 different jobs and5\ 
different knights - 30 missions -10 additional training duties - 
computer-generated sceneries - lots of fun, iasting for months 

"The Settlers is wie of the most impressive games ewer to have come out of Germany 
or anywhere else" 

The One 90% 

"I ihink it is excellent Witty, imogi native and detailed right down to ihe last lean 
and fishing rod" 

Amiga Power 90% 

'"Strategists will love the challenge. Everyone else will love the game. Very 
challenging, very addidive and great fun just to watch. What a great game" 

CU Amiga 90% 



Release: Beginning of December 

Available for Commodore AMIGA , MS-DOS (VGA) 



© 1993 by Blue Byte Software GmbH 
AJdiBfulr. 62 ■ 45 4 72 Mulheim 
Garmony 



Kompart UK Ltd. * 20 Guildford Road 
AL1 5JY * St. Albans, Herts. • 0727 868005 
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HOW DO WE DO IT? 



At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays, 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not- Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this if, quite simply, the best game reviewing system devised by 
man. 

Probably, 

( THE VERDICT PANEL EXPLAINED 



DAVID UPCHURCH 
In what has to be one of the 
most chaotic months of 
recent times for The One, 
David was kind enough to 
sod off again. His holiday 
allowance long since 
expired, David has been "on 
a secret Government mission 
that you're not important 
enough to know about, sun- 

I shine." Unfortunately this 

'secret mission' wasn't important enough to get him 
out of the office, so he's taken to rolling in at the 
crack of 1 1 ,30arr> and laughing at us until 5.59pm 
when he rolls out again. Git. 



SIMON BYRON 
Simon has been an example 
to us all this month, with his 
cool head and his stylish 
manner. Only once during 
this demanding issue has he 
been reduced to screaming, 
and even then it was only to 

I complement David on his 
support {apparently the 
phrase 'Fat useless git' is 
considered respectful in 
some countries), Simon has also raised a tremen- 
dous amount of money for charity by going without 
sleep for 16 days, Well done. 




This piccy shows you clearly 
which Amiga ■ A5 00/6 00, A1200 or 
CO 3 2 - the game is being 
reviewed an. 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 

such as how much the gam* 

costs, when it'll be released, the 

control system(s) used, how much 
memory your Amiga needs to run 
it, how may disk* it comes on 
land therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but dl&o how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in th* 
flesh' which will be indicated by a 
lower-than -expected Graphics 



As with Graphics, the Sound score 

isn't based purely On the Quality 

of the tune* and sound effects, 
but also on how well they 
enhance the game. For instance, 
an a II -guns- blazing shoot 'em up 
with a silly bouncy jingle 
wouldn't do well here- 




Playahility, which we hope will 

soon be incorporated into the 

Oxford English Dictionary as a 
're.il" word (write to your MP!), 
indicates how easy the game is *d 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again, It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones lifted above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 

to buy A 500/6005, At 2005 and 

CD 32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 

Verdict panel, a% well at whether 

any enhanced or cut-down 
versions of the game are planned. 
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| MATT BR0UGHT0N 
Often accused of burning 
the candle at both ends, 
Matt has managed to baffle 
scientists by burning it from 
three separate directions 
this month. Busy though he 
may be, he still manages to 
dust off his alter-ego for a 
few choruses of 'Careless 
Whisper' or whatever it is 
that KIAI (his rocky bandy} 
play these days. He's also taken to growing a 'goaty' 
which, apart from 'developing his image', has given 
him something to eat during these hard times. Sad, 

JENNY ABRO0K 
Jenny has shocked all the 
lads this month by bringing 
in her holiday photos 
which, rather than including 
the average 'by the pool' or 
'me outside our apartment', 
were filled with frankly 
provocative poses. Mind 
you, for most of this month 
Jenny's been so frightfully 
busy that she's relinquished 
her model- esque appearance and opted for a 'fran- 
tic and desperate' look. But she's still lovely, though. 
Of course. 




I don't know why 
you're reading this 
bit - you're going to 
buy the bloody game 
anyway, whether 
Simon Byron likes it 
or not. 



'or seven long and tortuous * 

months we've slobbered over * 

the stunning-looking screen- * 

shots, laughed at the hilarious in-, < 
beer- and sheep-related jokes, and 
shared the Team 17's ups^^L^J 
downs as they've struggled 



by Mr Grumpf, our postie. Wit 
twenty secondj of its arrival the J 
was rippEd ocjen and the enclosed 
disks hastily inserted into our Amiga. 
Thirty minutes we waited. And if 
jjenny hadn't pointed out that we 
needed an A1 200 to run this partic- 



what must surely be the most 
eagerly anticipated games of all- 
time since, er, Frontier or Uridium 
2. Yes, Alien Breed 2 J s diary cer- 
tainly made damn good reading 
and its final chapter last month 
ranks as as the saddest occasion 
The One has ever witnessed, not 
least because it was three or four 
easy pages that we didn't have to 
write, We were going to leave a 
quartet of empty pages at the back 
of this issue as a mark of respect 
but we felt we should continue our 
now empty existences as be^^j^ 
can. The diary would have warned 
it that way. 

It's not often we get genuinely 
excited about a particular game - 
after all, it takes a lot to impress us 
hardened -types nowadays - but I 
really can't describe the emotions 
we all felt when the package post- 
marked 'Wakefield' was delivered 



ular version then it would have been 
a damn sight longer, I can tell you. 

So after we clipped Matt around the - --. 

ear for being so stupid (someone has 

to be a scapegoat, you know), we ' 

were treated to the most... nan, I'll 

save the opinions for later. 

Instead, let's talk about sex. Or 
the sexy plot, to be more precise. I'm 
Sure you're not that interested, but 
let's do things properly or not at all. P ^ 

Deep breath, here we go: it's been ,_. . .„ 

j_ (Above) Alien Hr««d » far more strategic than its prequel, with most lev 

nine years since Johnson and Stone e , s requiring SOrtH? f air | y harsh decjS j on making. Vou can t just barge 

thwarted the first alien invasion. But through opening all the locked doors willy-nilly unless you want to end up 

now the Federation Colony Alpha- key-less and stuck, arid most sealed room* are just out of view so you're 



now the Federation Colony A 

n attacked and it' 






contains loads of bonuses or is merely a dead-end. 
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Corps to sort them out. Blah, blah, 

blahdy, blah. 

Right, now you're all cwar on the 
storyline, let's make our way via the 
captions to the Verdict, But 1 do get 
the impression it's going to be noth- 
ing more than stating the obvious. 
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THE OBLIGATORY LEVEL MAP... 
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Lbovv) The game is at its best whe 
two players are participating. Team 
work is absolutely essential if you 
intend to do well > there's absolutely no 
room for eg ps here. In fact, you'll find 
that there's no room for much at all 
because many of the walkways don't 
allow one character to pass another. 
Whoever'* in front usual takes the most 
damage, but they also get to pick up 
any bonuses on the way, It's swings and 

roundabouts, really. 



ALEN BREED i 

THE HORROR CONTINUES 



(Left) From this 
screen you can 
access the vari- 
ous options 
that Alien 

Breed 2 offers. 

There are two 

difficulty levels 
{easy and hard, 
naturally), and 
two types of 
credit options 
(shared or indi- 
vidual}. You 
can also input 
a level code, 
but there s 
more about 
that over the 
page- Also over 
the page you'll 
discover some 
more words 
and a few 
more picture!. 
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(Above) Any icons you came across during your adventure can be walk 
over and collected, increasing either your health, money of ammunttio 
supply. If you're playing on your own then you can happily snap uuv 
thing you find (much like a trolly -dash) hut if a friend is joining thXUtii 
then you'd be advised to ration everything, taking it in turns to bo At 
your health or ammo, You can opt to put all your money in a collecflve 
pot. which saves a few arguments, or you can keep two separate totals. 
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Alien Breed 2 features some frightening alien life-forms, all of which 

attack - and should be attacked - in different ways. Some of them 
home in on you as soon as jpufapproach them, while others remain 
out of view until you walk past a- certain object from which they'll 
launch, a surprise attack, A few even fire at you but thankfully you 
can blast their lasers if your reactions are quick enough. 



(Below) For what is essentially a shoot-'em-up, Alien Breed 2 has 
surprisingly few end-of -level guardians, most of the time ri^ur overall 
abjective is to destroy a piece of equipment and then make it to anoth- 
er deck lift before the level self-destructs. The guardians that do pop 
up, though, are right blighters to deal with - this one in particular is 
guaranteed to take at least two lives off you before its inevitable 
demise. 
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If your heart fluttered at the sound of the lovely feminine vocals of 

the first game then you II positively collapse when you hear what the 

new souped-up Intex system sounds like. These terminals are dotted 
throughout most levels and give access to a host of brilliant aids, 
from medical kits to key packs, as well as some visually-impressive 
and destructive weapons, As in life, most things don't come cheap so 
collect as many credits as you possibly can. 



A.. 



trrsssss 





i-^ 


H ^tf ^^ 


^ w 


»./ 


~f 


i 

STONE 


,+>■ *W. 


^^ 


jQHnsort^p 


rVf i »^ — ""* — M 

LlJBI 



There are four characters you can select and each has his 
(or its) own advantages and disadvantages. Johnson and 
Stone are back, but they're joined by two aliens. Let's take 
a brief look at them, shall we? 

JOHN COM 

This rugged geezers makes a welcome return and if select- 
ed proves to be a good all-rounder. He starts hi* quest with 
a machine gun (stage 2}. an RM Scanner (useful for glanc- 
ing .it the level layouts), 5000 credits and 5 keys. 

STOMI 

Oh yes, Stone. There's not that much to say about the Other 
human in the game as he'd identical in every way *d 
Johnson. But for the record, he also begins the game with a 
machine gun (stage 2), an RM Scanner (useful for glancing 
~'ie level layouts), 5Q00 credits and S keys. 

ERTOO 
If you're after a machine gun (stage 11, and RM Scanner 
{stage 2) and 5 keys then Ruffertoo is mast definitely the 
alien to select. However, it's worth bearing in mind that he 
ame with no keys, which is a bit of a downer. 



i' lour, this alien starts the game with the most 

impress i vi> weapon namely, the triple laier (stage 1). On 
ton of that he's carrying 10 keys and although he doesn't 
commence his mission with any credits he's still the best 
one to start the garni' with. 





A* yes, doors, The troidfl 
I've got at the nionivnt 1 
this: 1 feel obliged to men- 
tion them because they do 
form an integral part of 
the game pi ay but. let's 
face it, you all know that 
you tan only oh''" them by 
using your supply keys or 
blasting .it them with high- 
powered weapons, you 
also know that there are 
hundreds of the sods and 
that m.iny lead tu dead 
ends or solitary rooms that 
weren't worth entering. So 

w hat's the point in wasting 
.1 whole t apt ion on some- 
thing as basic ai doors. 
Answers on a postcard. 
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Most levels self-destruct after a specific task h.i 
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Level codes are given after every 
three or four missions so that once 
you've progressed some way into the 
game you'll not need to replay the 
earlier levels. Alien Breed 2 features 
over 20 levels - which is more than 
Alien Breed 1 and the Special Edition 
put together! And not only that, the 
initial batch of AB2 contains an 
Overdrive demo and a previously 

un released game called Apache (a 
choplifter-y shoot-'em-up) thrown in 
for free. VFM or what? 
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There are a few 'passage' levels which don't contain that many 
aliens. Instead, these areas are made up of loads of interconnect!, 
doors, most of which are one-way, with the challenge consisting 
mainly of working your way how to negotiate through the maze 
within the very Strict time-limit- These sections ars particularly 
frantic in two-player mode as bath participators usually arguing 
over which way to turn. At least that's what happened when Matt 
and I were playing, Arty way. 




Here's where the differences between AB2 and its predecessors 



ordinary machine gwns to these visually impress." 
and homing missiles. There are three levels of povift, with the 
est being the most destructive (obviously). Homing missile* are a 
real bonus - you can hide behind corners and clear entire rooms 
within seconds, 



KILLING ALIEN SLIME BASKETS 
The original game had a variety of weapon s 

illy 



impressive as these 'uns. Each h<is three 
'stages' - the higher the stage, the more 
destructive they are. Here's what you can 
pick up if you've got the cash. 

MACHINE GUN 

Although they aren't as pretty as some of 
the Dther weapons, the Machine Gun stage 2 
is very powerful and not as limiting to use 
as you might imagine. 

TRIPLE LAZER 

Three-way shot is the what this little beauty 

is all about. You can spray an entire corridor 

with one press of the tirehutton. although 

some of the alien's bullets can stilt sneak 

through. 

HOMING MIS 5 ILLS 

These are perhaps the handiest of all - just 
stand outside a room with your finger on 
the fire butt an and the homing missiles will 

seek out any alien life-forms, chasing them 

round corners if needs he. 

FLAME THROWER 

Although the Flame Thrower only has a lim- 
ited range, its close-up work is almost sec- 
ond to none. It's also necessary to weld up 



any gas leaks you come across,. 

RE BOUNDERS 

These Re bounders are completely iC#. You 
can run in any direction you fancy and these 
wit) take out anything around you by bounc- 
ing off all the walls. Get a high-powered pr- 
of these and you'll become virtually invirm. 



NO GRENADES 
Nah, I don't like these. It's not that they're 
completely c rap, it's just that they don't 
compare too favourably to the other 
weapons. Spend your money on better 
things. 



The Remote Location Scanner isn't a weapon 
as such, but it proves invaluable on certain 
maze-like levels- By tapping the 'M' key you 
can call up a map of the level, and pressing 
the Space Bar zooms in. 
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£29.99 Out Now 
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Memory 
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We all knew this was going to be 
something rather special and I'm 
more than happy to report that our 
initial expectations have been well pusher. Team 17 

and truly exceeded. Once past the ^eioper.- 

* r In-house 

first level it's back into familiar - 

,,_ ■*■_ £29.99 Out Now 

alien-kiliing territory, albeit with _ 

tons of incredible sound effects, Not hwa Disk installable 

graphics and subtle game play varia- joystick 

tions, so farts of the first game are «^ —■■ ■mi 

Mi'<rtory Disks 

going to feel perfectly at home, 2Mb 3 

Newcomers to the Alien Breed 
world are going to be in for a 
shock, and that's a gross under- jl.iv 

statement, Atmo sphere- wise it's got 
to be one of the most tense and 
genuinely scary games you'll ever 
come across, with scary set pieces 
galore and tactical decisions a-plen- 
ty. In one-player mode it's bad 
enough but when you're covering 
the back of a mate it's even more 
demanding, especially on the levels 
where only one of you is carrying 
the weapon needed to complete the 
particular deck youre on. However, 
there are a few niggles which 
although don't detract too much 
from the overall excellence, still 
prove to be frustrating in times of trou- 
ble. I accept that Team 17s intention is to hurl the play- 
ers into a claustrophobic world where the odds are most 
definitely stacked against you, but many walkways are 
so narrow that they don't allow you to swap the current 
leading character. Another gripe is that Alien Breed 2 is 
too damn tough. The decks requiring hasty departure 
once you've performed a specific task do prove to be 
some of the most satisfying when you manage to com- 
plete them but ending the game just because you don't 
make it back in time is just a little bit too much - surely a 
chance to restart that deck would have been far more 
tolerable. Stilt when all's said and done, Alien Breed 2 
truly is one of the best arcade blasters available and ter- 
rific fun to play. 
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Thp A500 version will retail for three quid cheaper 
but you'll not get as many colours on-screen and 
the sound effects wilt be reduced in both quantity 
and quality. But fear not it'll still be well worth 
buying, as the demo and next month's Update- will 



no doubt prove. A CD32 version is on its way, but whether or not 
it'll halve any specific enhancements is unclear at the moment. 
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We've seen some fairly crap releases in the 
last few months, and Alternative Software 
appear to be knocking at Matt Brough ton's 
door with one more. Oh dear. 

Oh no! Mot me, please? After a few God-awful releases, Alternative 
have got a lot to do before they regain any credibility in my eyes, 
and even then it's going to take something pretty special before I 
begin to look forward to playing one of their games. But - hey! - I'm will- 
ing to clear the board and look at anything with an open mind, so roil up, 
roll up, get your reviews here. 

The story, in case you haven't seen the film (what film? I hear you ask, 
quite reasonably) is that Shep 'Hulk HogarV Ramsey - a real intergalactk 
commando name - has crash-landed on Earth while battling the evil Gen- 
eral Suitor, Shep must now find a new source of power to fuel his ship 
before he can leave Earth and rejoin the space battle - the only problem 
being that the General has sent a number of bounty hunters to hunt Shep 
down. 

Yes, you get to don a dodgy yellow J tash and run around the place as 
you travel through seven specific areas looking for fuel, power crystals 
and ship parts, not to mention taking on the General and bombing his 
mothership along the way, The 
game is a straight forward platform 
jobbie, complete with springs, spikes 
etc, along with a jolly handy jet pack 
with limited fuel that allows Shep to 
reach higher areas, Bad guys are 
everywhere, as are tons of collectible 
items, and you'll need to make good 
use of the moving platforms and 
door keys if you want to reach the 
end. 

The game starts with an R-Type- The «? firSt Setti ™ of the » ame is 
, a bit of a surprise because it turns 

ish shoot em-up that ends, contrary Qut fe be R noriMnta , sh dat^m- 

to the plot, with you landing on u p. This sub-standard sub game 

Earth (even though you are SUp- wants to be Disposable Hero or R- 

posed to crash-land), ready for some ?*** wh * n u 9™" "P- bu * ?« "° w 

. . __ . it II just have to be happy with 

serious platformmg japes. So, let s h#jn ' g crap Neee ,, ess t „7 av# shoot . 
see if the game is as impressive as j ng baddies releases power-up 
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As well as the ongoing problem 
of survival and getting through 
the level in one piece, you will 
always have an overall task 
such as collecting A set number 
of power crystals or ship parts, 
Here in the General's mother 
ship, Shep needs to place seven 
bombs in specific places around 
its innards and then get the 
hell out. Now where should this 
one go I wonder? 



Each ot the different levels 



have their own look and 

come complete with their 

own nasty guys. Here in 

the suburbs of Los 

Angeles, not only are you 

being hunted down by the 

General's bounty hunters, 

but you also have to get 

past the lor si street punks 

and underworld hoods. 

Thankfully., you dp have a 

few nifty moves at your 

\ disposal, and here's just 

^ one of them - 

Co wa bung a! 
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Oh dear. What a shame, Yes, 
thanks to Suburban Commando, 
Alternative's 'imp res si we' reputa- 
tion is stuck exactly where It was 
before I loaded up the game. The 
shoot- 'em-up is a fairly novel way 
to start a platform game, but that 
soon wears thin, and once you get 
Into the main game things go 
downhill rather quickly. The game 
is Jacking in most departments, but 
I think it's the overall presentation 
that lets it down the most. The 
graphics aren't really that bad, I 
suppose, but this is the 90's and in 
honesty this sort of look belongs to 
the realms of budget games we 
saw years ago. If you're going to 
do an unimaginative platform 
game, at least have the decency to 
give it a console look or add some 
interesting baddies - Sub Com just 
churns out more of what we've 
seen a trillion times before, with 
the exception being that most are 
of a reasonable quality. The overall 
control of the character is fairly 
responsive, but you quickly realise 
that you can just jump your way 
through the levels, avoiding all the 
obstacles and leaping over enemies and their shots 
Though the instructions mention being able to perform 
flying kicks, rolling somersaults and leg sweeps, there's 
really no need, as you find yourself just jumping over 
the evil Mr Thicky, turning around and punching him in 
the face. Realism is also out of the window, with bad- 
dies regenerating out of thin air If you're forced to 
return to an earlier area (I really hate that). 
Hidden passages and rooms are to be found, but I'll be 
surprised If anyone can be bothered to go around 
punching walls - In fact, I'll be surprised if anyone goes 
out and buys the game at all. I'm sorry, I really am, but 
when all's said and done, I'd rip the crap out of this 
even if it was £7.99. Come on Alternative, it's time to 
do better than this. 
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There are absolutely no differences when running 
Suburban Commando on the A120O - even the 
super-powered Amiga fails to prevent SC 1i 
being crap. No CD32 version is planned. Damn 
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Why is it that worlds in need of saving always have silly names? Matt 'how do you spell 
this' Broughton travels to a distant land to tackle Psygnosis' latest RPG-ish offering. 
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hate atmosphere, I really do. I 
mean what does atmosphere 
mean to you? Rousing music? 
Tales of slanty-eyed spies? Graphics 
that make you feel like you're really 
there? Well, to be quite frank, atmo- 
sphere means lots of pages to me. 
Psygnosis hired an an articulated 
lorry to transport Perihelion's plot- 
filled pages to us in the hope that 
we'll sit and read it all, thus giving 
the game some deep atmos. Oh 
well, here I go,,. 

[Several hours later] ...Well I've 
finished and it was bloody hard 
work, I can toil you (and to be quite 
honest, I'm still not 100% sure I 
know what's going on!). From what 
I can gather ■ and I take no respon- 
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sibility for getting this fairly wrong - 
something's not quite right in the 
world of Perihelion. It would seem 
that an age-old prophesy is about to 
came true - heralded by a profound 
and disturbing vision received by the 
world's psychic population. 

An evil unborn god is forcing his 
way into Perihelion's dimension, 
drawing power from the unwilling 
populace using his mind-control- 
ling Influence. Fortunately for King 
Re* Helion, ruler of the planet, one 
of his predecessors took notice of 
the prophesy and genetically engi- 
neered six humanoids able to 
avoid the unborn god's influence. 
King Rex hoped that he would 
never need these unborn saviours, 



but now it's time to pop them in 
the microwave and defrost for 
twelve minutes. 

There are, as always, tons of 
attributes and races to choose 
from as you create your perfect 
team, but elements such as the 
magic system and using terminals 
with a proper DOS-type program- 



ming language give the game a 
slightly different feel. 

The overall aims of the game are 
unclear to begin with, but as you 
wander around you'll meet strange 
and interesting people who will start 
dropping hints as to your exact pur- 
pose in life- Other than that you're 
own your own... 
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There's no real 'main screen' in Perihelion, but I suppose this is about the 
closest thing to it - so get used to it because it doesn't change much. 
Trundling around the streets is nice and easy - just use the cursor arrows to 
proceed, keeping your eye on the compass for bearings. The two locators to 
the left of the icon panel will flash if there are any objects or organisms 
(we used to call them 'people' as I recall) nearby. The icons give you imme- 
diate access to battles, inventory, computer, and of course your strange 
looking party of adventurers. 
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Mere, you need to create 
your team of six Adventur- 
ers using this clever sys- 
tem. All the usual RPG 
statistics are her* (I.e. 
dexterity, constitution, 
etc) along wrth relevant 
details about the charac- 
ters' race and indigenous 
attributes. You can select 
many different races - 
Humans, flics natrons.. 
Cyberns, Khymeras, along 
with many other* - and 
there are a wide range of 
skills to choose from. 








Tha inventory is another example of 
the many stylish screens youll tome 
across during play- From here you can 
organise your weapons and any 
objects held, used or worn, while a 
back pack {top left box) can be used to 
stare a large number of items - always 
ready at a moment's notice. As well as 
allocating objects to specific hands, 

the windows at the bottom right show 

any objects found on the ground. 






You can access your terminal at any paint and use it for a number of functions, 
in its most basic form, it can be used to read documents and messages, but it 
can also be used to talk to any characters you meet, as well as being used to 
analyse objects in your possession. Some locations show the Network sign 
inset) which means that you can log-on to the larger systems and search for 
additional information - as long as you have the correct password, of course! 



When you're too not busy walking through repetitive looking cities and 
dungeons, you can step out into the big world with only your trusty map for 
company, Your party is represented as a silver ball that rolls across the landscape 
'controlled by the huge cursors buttons), and can approach any nook or cranny 
that looks particularly interesting. By using the on-screen icons you can call up a 
description of the selected area and, if appropriate, enter that area. Needless to 
say. this is all accompanied by atmosphere building sound and music- 
Characters with psyonic abilities can 
access spell casting at any time using 
the many runes available. This is an area 
where the character's attitude becomes 
important because spells contain any- 
thing up to four rune components (e.g. 
to create the spell 'Chilly Vapour' you 
need to use Sorrow, Roughness and 
Arrogance). As you can see, something 

like Disappointment requires someone 

with an extremely negative attitude. 
Byron! Get over beret 
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I got quite excited when I got a whiff 
of this In last month's preview, but in 
honesty I don't think the finished 
game has lived up to those expecta- 
tions. It has an excellent style of pre' 
sentation and works by an incredibly 
user -friendly interface, but as atmo- 
spheric as Perihelion's setting, sound 
and graphics are, the game itself 
leaves a bit to be desired in a few 
areas. I think it was a real mistake 
{and a shame) that the programmers 
decided to cop out and employ a 
tacky American cartoon technique 
and repeat backgrounds in the cities, 
leaving you with no real landmarks 
or helpful clues as to whether you've 
been there before. The network is an 
effective Idea and makes you feel as 
if you're sat at a proper terminal, but 
using it to communicate with charac- 
ters who you've just passed in the 
street seems a bit unnatural, not to 
mention limiting. Obviously, as with 
any RPG, you need to Invest a fair 
amount of time setting up your party 
and checking that you have a wide 
range of skills, but once you've done this 
things tend not to hot up for at least an hour or so, and 
may well put a few people off. Right, now I've publicly 
aired my moans, let's give the game a bit of credit. 
Perihelion does look and feel superb and there are 
enough statistics and character details to satisfy the 
hardened RPC-er while not being to much to cope with 
for the average games player. There's a tremendous 
amount of depth with an excellent number of locations 
to be ploughed through, not to mention the huge volume 
of characters and spells to be played with. At the end of 
the day. Perihelion could have been so much more. It's 
tried to do something different with the genre but the 
areas it's lacking in tarnish what could have been a truly 
stunning RPC 
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A1 200 there are no plans for any A12O0 or CD32 specific. 
— p_ For extra atmosphere, I suggest playing the game 
white sitting in the middle of *i desert. Preferably 
a yeltowy-orange one. 




Team 17's beat-'em-up has been reincarnat- 
ed and shipped off info space. Simon Byron 
has a ringside seat. 
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he last of the opponents lay 
in a heap at my feet, I slowly 
looked up into the mass of 
colour that was the crowd. To my 
left I saw Junior nursing his 
wounds. To the right were the 
judges. They were smiling. They had 
the trophy in their hands. I'd won 
and nothing could change it. As 
they made their way over to me to 
crown me Body Blows Champion. 
Junior sauntered up and put his 
hand on my shoulder. 

"What next?" he asked. 

"We've been fighting all round 
the world," I said. 'Let's go some- 
where else." 

Extract from My life As A Punch- 
bag, The Body Blows Story. 

Apparently Body Blows Galactic 
has a plot, fed up of fighting on 
Earth, Dan and Junior have decid- 
ed to take their flair for fisticuffs 
to the rest of the galaxy, in order 
to be crowned Galactic Champion. 
It's nice to know we're going to 
live in a future so advanced that 
bare-knuckle fighting has become 



Cor, look at this! Here you see the 

entire combat area (which is two 
screen* vv'id&j 'in rill iti glory. the 
screen scrolls as you move arou 
centralising both characters, 



the best form of interplanetary 
contact. Good job we're training 
our kids on ail these Street Fight- 
er ll clones, eh? They'll be ambas- 
sadors before you know it. 

Ten new opponents await Earth's 
twenty-first century likely lads, all 
coming from five different planets. 
To reach the top you'll have to take 
on all ten, as well as your Earthly 
partner, and your own good self in 
a bizarre mirror match. Only then 
will the galaxy bow down before 
your strength and majesty. Oh, you 
can also play as any of the other 
characters if you're not that patri- 
otic. You can also play against a 
friend in the usual two-player 
mode, or against up to eight 
human opponents in the rather 
nifty Tournament mode. 

Body Blows Galactic has been in 
Development HeM for the relatively 
short period of nine months, which 
is quite remarkable, really. What's 
even more astounding is that Team 
17 have once again managed to 
deliver the goods. Here's why... 
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(Above) Polished off everyone els* in The competition? Then why not take 

on the ultimate challenge-- yourself! With each of the planets offering two 

of the galactic fighters, it's only natural for you to meet yourself when you 
visit your home turf. You can also set the four and eight player 
tournaments up with the ume character for every player. 




character has sucteen 
the first eight being 
by moving the stick, which 
mainly consist Of ise tensive moves - 
jumping b acfcwa idX u i mJ mii u etc 

You can move your chappie around 

by holding the joystick in the ofirac- 
tion you want hint to go, but that 
doesn't come as any real surprise, 
does ft? 








■e at me start or tne game is to turn Mercy on 

or off. This is where the' wimps are Separated from the real men as 
"Mercy" determines whether or not you can hit your opponent when he's 
lying dazed on the floor. Of course, punching Someone in the face when 

they're completely defensless is a right laugh, but it's not really friendly. 
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(Above) Holding the fire button down will eventually activi 
character's special move (none of this move the stick left twice then 
press fire button One three times then swirl the stick clockwise 
nonsense here). Each time you use it though, the amount of time need- 
ed to hold the button down increases, so use them wisely. 



e eight attacking moves are 
accessed by holding fire and 

waggling: the joystick in one of 

the eight directions. This is 

' iere the fun begins as no two 

a ratters have exactly the 

same combination of moves- 

Kai-Ti. for instance, has the 
Triple kick - three kicks in one, 
which is ,i frightening attack in 
anyone's book. 



As well as the standard and combat moves, several characters have 
jumping combat moves. Holding the fire button down and moving the 
stick in one of five directions after jumping will unleash yet more fury. 
However, it's best to be careful when initiating one of these moves it's 
relatively easy for your opponent to knock you Out of the sky. 
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THE VERDICT 

Is It just me or are beat-'em-ups a 
dime a dozen these days? How 
many different ways can two peo- 
ple hit each other and stilJ make 
things interesting? If Body Brows 
Galactic Is a forecast of this genre's 
future, not many is the answer. It's 
professional enough, but then what 
would you expect from Team 17 (a 
company that are arguably the best 
development house In the Amiga 
market today). The main sprites are 
crisp, clear and well animated- The 
backdrops are well defined and suit 
the game's main theme of Inter- 
galactic combat well. The trouble is 
none of it is very original, there's 
nothing here that, in my mind, sets 
it apart from any of the other beat 
'em ups that seem to appear every 
time you open a magazine. Give me 
an honest answer here. If you 
already have one Body Blows or 
SF2 or Mortal Kombat, do you real- 
ly need another? Do you really 
need to shell out hard-earned cash 
just to see another improbably-mus 
cled character twirl his arm In a different manner before 
punching someone? Maybe I shouldn't condemn a game 
just for following suit (how many flight sims are there, 
after all?) but it's a lot of money for more of the same. 
That aside and judging It on Its own merits, Body Blows 
Galactic is very good. Compared to the original It goes 
far and beyond It thanks to the strange nature of the 
opponents. Add to that the eight-player tournament and 
you've got a game that's perfectly competent in all 
departments and is just about the best beat-'em-up 
available for the Amiga. You just have to ask yourself If 
you really, really want another combat game, and if the 
answer is yes then Body Blows Galactic is most certainly 
for you. 



Better music, more colourful backgrounds and 
j mare sound effects! Ves, Mr. A. Reader of 

Amig aland, all these could be yours if you purchase 

nthe A 1200 version of Body Blows. Remember this 
fantastic offer is not available in any shops (except 
computer stores) so don't delay, buy one today (for 
an extra £3, that is}. 
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The future. Not as 
Ridley Scott 
envisaged it in Blade 
Runner, though. A 
time of cutesy 
soldiers in red t 
yellow and blue 
armour. Shome mish- 
take shurely? Simon 
Byron investigates. 

Cyberpunks. The word brings 
visions of a William Gibson- 

ta*style world full of men and 
women with jackplugs in the back of 
their heads for irtstarrt computer 
access and an entire race wearing 
dark glasses and their hair swept 
back. Wot in Derby, though, You see, 
to Core Design a Cyberpunk is a 
cutesy little fellow in gaudy armour 
and a Mohican haircut - but we 
expect Gibson will get it right next 
time,., 

Core's trio of Cyberpunks make up 
the elite 501st Cyber Assault 
Squadron whose latest mission neces- 
sitates the infiltration of an alien-rid- 
den base, and the elimination of any- 
thing vaguely abnormal within. All 
three characters are under your simul- 
taneous control, and the baddy-filled 
floors of the base take the form of 
eight-way-scrolling levels linked by a 
lift system 

Although a number of mission 
objectives are given to your squad 
during the game, basically Cyber- 
punks is a very simple puzzler, with 
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Amongst the assorted debris await- 
ing your collection are 1 a handful of 
floppy disks. On taking one of these 
to a nearby computer, a menu 
screen allows you to access certain 
parts of the building's security sys- 
tem, The green disk is by far the 
most useful, though, as it opens all 
the doors and negates the need for 
pass cards. 

the party needing to locate special 
door passes before they can continue 
to the next stage. Each floor of the 
base is made up of four sub-levels, 
and a password system allows you to 
skip the earlier stages if you so desire. 
As the aliens appear from all direc- 
tions, extra supplies have also been 
scattered around the sprawling build- 
ing, and these include medical kits, 
imart bombs, gun droids and other 
such ail-too familiar objects. Howev- 
er, time is against you, and with just 
1000 seconds on the clock, will you 
escape the level before tedium,,, 
oops, the aliens, get to you first? 

tree heroes 

il their glory. 

ariously named 

Raa, Gee and Bee 

(after the monitor 
signal, chortle), 
each Cyberpunk is 
armed with four 
guns, ranging 
from a father puny 
peashooter affair 
to a f lame-throw- 
-t, These can be 

lapped between 

and when 
required, although 
they're all much of 
a muchness. 




In addition to the 
basic 'Search And 
Destroy' missions, 
your team will also 
be required to seek 
out missing scien- 
tists or investigate 
potentially danger- 
ous reactor prob- 
lems. These ate 
supplemental to the 
main action. 
though, and don't 
really add a great 
df.il to the prac 
irtgs as the i 
**V sions are 

\ usually very 
simple. 
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Not Hard PrK<c ln»l.ill.ibL- 



It seems as if Core 
Design have scored a bit of an 
own goal here. Cyberpunks is 
probably the most uninspired 
game to appear from their Derby 
offices since Frenetic, and if you 
were to look up the word 
'Mediocre' in the dictionary, It 
would probably say 'See Core's 
Cyberpunks-' You know you're in 
dodgy territory when the sprites 
are basic rlp-offs of our sister 
mag Mean Machines Sega's Mean 
Yob character, and things contin- 
ue along this average route as the 
game is revealed to be a sluggish 
Chaos Engine affair. Despite con- 
taining a fair number of levels, 
the action plods along at such a 
slow rate that it's unlikely you'll 
want to bother with the later 
stages. I mean, where are the 
aliens leaping at our hardened 
team of heavily-armed 

Cyberpunks? And where are the 
fiendish puzzles which force you 
to leg it around the building's 
intricate passageways. I dun no. 
But I think they've been replaced by 
the odd creature ambling on screen 
with the sole intention of getting shot, and by levels 
so uninteresting Prince Charles would have a fit. 
That's not to say that it's all bad, though. The addi- 
tion of computers to log on to and the assorted 
weaponry power-ups are all very nice, but even these 
fall to add the all-important speed and action the 
game so dearly needs. A case of too little for too 
much, and this makes Cyberpunks weaker than Frank 
Bruno's next opponent. Roll on Heimdall 2, because 
this is obviously just a filler release. 





SPLATTING ONTO YOUR AMIGA SCREEN NOW! 
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When moving your factions around the good old U K of, erm. K, the screen 
zooms in for a more immediate view. Around 311 (that's three-hundred- 
and-eleven) individual areas make up the game board, with your factions 
able to cover anything up to five per turn (of COUTH, deciding: where to go 
is an integral part of your overall strategy). Castles, towns,. fortified and 
otherwise, villages, armies etc, can all be viewed, examined for troop 
strengths and attacked, of course. - 



There'll always he an England, la la la lah .. Of course, let's not forget Wales, 
Scotland and Ireland as they all play a part in the game- Each turn consists af 
six phases - Events (random happenstance). Movement {each piece moving as 
far as they can}, Combat (fisticuffs, town smashing or sieges). Parliament (if 
there is a King or Chancellor they can call a government meeting)'. Coronation 
(crowning your heir as King) and Reinforcement (additional forces are given 
to each faction}. And yes, it's just as complicated as It sounds. 
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Take seven pints of blue blood, add a liberal sprinkling of inbreed- 
ing and foreign heritage and include a complete inability to 
understand the real world in any way, shape or form and you 
should have a king. Simon Byron finds out that it's not actually 
that simple. 



History ■ EEEKKKI (Nervous 
scream as redder runs away 
to hide, muttering about not 
wanting more education from their 
Amiga since the games take up 
more than enough of his time, 
thank you very much), Let me fin- 
ish will you? Ahem. 

History, what a sod, eh? (Collec- 
tive sigh of relief as reader realis- 
es we're all on the same side here). 
Not only does it make your wrist 
ache after writing ali those 2000 
word essays for Monday morning 
(just wait till you start your A lev- 



els, kids) but it also gives strategy 
games a chance to wallow in gratu- 
itous complexity and print large 
manuals 'packed with historical 
information'. 

Kingmaker takes you back to The 
War Of The Roses (not the Michael 
Douglas/Kathleen Turner film but the 
real war. Honestly, what are they 
teaching the kids these days?], a tur- 
bulent lime in English history when 
Kings were elected by the truly 
democratic process of locating and 
killing all the other heirs until only 
one was left to wear the crown. Now 



that would really be a coronation 
worth watching on telly. 

The war was between the House 
of Lancaster (and collective Lords, 
Noblemen and armies) and the 
House of York (ditto manpower). 
The game' puts you in control of one 
side with the aim of seeking out all 
the prospective royal heirs, captur- 
ing one of them and killing the rest, 
while fending off the opposition 
who are trying do the same. 



This all happens in the usual 
strategy game style with army sizes 
represented by numbers, troops 
moving in a series of turns, and 
boasts an artificial intelligence that 
is based on real human thought pro- 
cesses and is able to adapt to an 
ever-changing situation (it says 
here). Lumme. I find it hard enough 
trying to outwit my nine year-old 
sister at Ludo, This is going to be a 
massacre... 
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The War CJf The Ruics Countryman fighti-gaj-coun- 

tryman. Engt ai id f ndighting Engender Brother 

against brother. A bit \\k* Saturday afternoon 

down the Tottenham, Maliy- Fr*»h hortiis,. ii!n*d 

at suitable towns and cities allow each nobleman 
to move twice as. far in one turn. 
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You start the game with a number of Factions (Lords, Dukes or other noble- 
man} and assets (Titles, Offices, armies etc)- The first step in the strategic 
conquest of our fair isles is to equip each Faction with the tools for the job. 
these then form your army, with each Faction being controlled individually. 
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There is a slightly helpful on-screen help feature, cropping up when you first 
play to explain what's going on and what you should do next, Trouble is, it 
isn't too clear in its explanations and you often wish there was a help fea- 
ture for the help feature. 
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The royal family tree 
can be called up to give 
yoM an instant look at 
the status of each of 
the heirs- A green line 
means they're yours, a 
red line means they 
ain't and a black line 
crossing through the 
name... well, you figure 
it out. If at least one has 

your colour and the rest 

are history (giggle) 
you've won the game. 




The war was started when the Duke af York plucked a white rose from a 

bush during an argument over matters of state and challenged everyone 

who supported him to do the same. The Duke of Somerset then plucked a 

red rose and ordered the same. This is all depicted in the intra sequence. 
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The first line fn Kingmaker's manu- 
al talks about Shakespeare. "Uh 
oh," I thought, "pass me my intel- 
lectual head Aunt Sally and be 
quick about it". Kingmaker is the 
type of game that reviewers make 
depth jokes about. All strategy 
games are complex, but any game 
that's based in British medieval his- 
tory is just asking for trouble. It's 
also asking for a step- by -step walk- 
through which, unfortunately, it 
doesn't have. Because of this 
you're likely to spend the first few 
hours staring blindly at the manual 
going ' Huh?', the next few staring 
at the screen going 'Huh?' and the 
final few staring at the £35.99 hole 
in your wallet going 'Sob'. 
Kingmaker is just so complex and 
this is where the problem lies. 
Unless you're really into strategy 
games and can eat titles like this 
for breakfast, you're not likely to 
even get started with It. It lacks 
any kind of learning curve * the 
essential ingredient for all complex 
strategy games. It's straight in at the uli 
deep end or back in the locker room looking for your car 
keys. The other quibble is the age-old one for board 
game conversions - why bother? Especially here, As far 
as I can tell, the only people that would find Kingmaker 
appealing are those that have played it as a board game. 
Everyone else will be scared by its complexity and look 
for something simpler like Dune 2. So If you already 
have the board game you must theoretically have some- 
one to play it against and as we all know, the human 
brain is infinitely more cunning than any computer. It's a 
simple message - If you're anything other than a hard- 
ened strategy fan then stay away, you'll only get lost. If 
you are a strategy buff and don't have the table-top ver- 
sion, give It a go. It'll certainly challenge you. 




A 1200 



CD32 



US Gold recommend playing Kingmaker on the 
A1200, not because you get any extras (because 
you don't) but simply because it's all just much 
smoother and faster. Mo CD32 plans as yet. 
Never mind, eh? 
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ST ALTH FIGHTE 




Microprose's latest sim features possibly the sexiest bit of 
military avionics in the known world. The only trouble is no-one 
can see it. "Where's the fun in that?" asks Simon Byron. 



Let's took at the evidence. It 
dresses solely in black. It has a 
little gap for the eyes (pilot) to 
look out from, It has a myriad of 
lethal weapons hidden beneath its 
coverings that tan be unleashed in a 
split second. It's a master of sneak- 
ing around in the night and getting 
in and out of places without being 
seen. Face facts, the F-1 17A is the 
Ninja of the aviation world. 

Micro Prose's attempt to convey 
this hi-tech 




and daggery [or radar-absorbant 
paint and Maverick missilery. If you 
will) is basically a rehash of its pre- 
vious hit F-1 9 5tealth Fighter. 
Whereas that title was released 
when the real stealthy fighter was 
still a big military secret (and con- 
sequently was made up more from 
intelligent guesswork than hard 
fact), F-1 17A is a conversion of the 
real thing with real facts and figures. 
That is apart from the ultra top-top- 
top secrets like its ability to change 
shape into a Reliant Robin to con- 
fuse enemies and the way it can 
freeze time while it makes its. 
escape, honest. 
When the real thing was 
released Micro Prose discovered 
something that changed their 
game version significantly. 
Apparently the real plane 
only has two weapon points. 
Two! What's the point of tak- 
ing the latest in military hard- 
ware into the skies if you only 
get to take two shots at some- 
thing before flying home? The 
real thing doesn't even have a 
cannon! Where's the fun in shoot- 
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ing down an enemy Mita if you can't 
even take potshots at the ejected 
pilot afterwards? 

Luckily, Micro Prose have decided 
to retain the original level of game 
balance by allowing you to choose 
between the Lockheed F-117A (the 
wimpy real one) and the MicroProse 
F-117A (the one with weapons in 
every orifice and a bellyload of hot 
lead waiting to be forward I y pro- 
pelled in an aggressive manner). 
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(Above) Memorised your flight 
Loaded your weapons? Put the 
out? Then you're all set to paint th* 

town red (and yellow and orange 

and any other explosion-related 

colours) . You always get a chance - 

say 'Hang on a minute' if you've- far- 
gotten something. Always double 
check everything! 




4. Above) And awaayyee we go. Your F-1 17A cockpit has been equipped with 
all the latest mod-cons. In front of you you'll see your Head-Up-Di splay 

with all manner of flight information. That white box around the Other 

plane means that it's your current target and can be seen in detail on the 
right-hand Multi-Function Display, 




TO 

^3 



You can choose from all sorts of weapons so hi-tech they can target your 
house, knock on your door, invite themselves in for a cuppa, chat about 
the kids, the weather and last night's episode of EastEnders and 
wasn't it a shame about Michelle and not explode until they're just 
about to leave after promising to "do this again some time". 



{Above) And here's what she's up 
against - the latest hi-tech aircraft 
from across the world. This baby's a 
MiG-29 Fulcrum from Russia and has 
a distinct manoeuvring advantage 
over you. In fact most planes do. The 
F-117A was newer designed to enter 
a dogfight and so you have to rely 
on your stealth abilities as much as 
possible. 



Here we are, coming in to land on 
something or other. Did anyone reae 
about that Jumbo that crashed into 
the sea instead of landing on the 
runway? Terrible business, that, 
What I want to know is how they gc 
all the suitcases out from inside th« 

plane when it was submerged. 

imagine being a diver and having to 
fish out loads of wet undies. Ugh. 







Gotcha! Primary target is what is says and primary target is what it is. The 

F-117A ii equipped with target cameras on All four sides, meaning you can 

acquire a target from in front, behind or to the right or left of you without 

shifting your head once. Your on bojrd computer is also able to distinguish 

between enemy and friendly targets and whether it's one of your mission 

objectives. All without asking you to swap disks! 




Here she is, your all-sinqinq, all-dancing lady of the night. Covered from 
head to toe in radar-absorbant paint and designed to appear as faintly as 
possible on enemy radars. She may look like something out of Star Wars 
but she's real. Even as you read this, she's Out there, somewhere in the 
world, spying on people. Eerie, isn't it? 



(Left) Each mission starts with a 
briefing. Your Primary and 
Secondary targets are selected for 
you with a rough flight plan to fol 
low. You can call up information on 
enemy radar ranges, missile ranges 
and troop positions, as well as get a 
detailed report of each of your tar- 
gets. Once you've absorbed all this 
information it's time to select your 
cargo of weapons. 
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Nine arenas are open to you: The Persian Gulf, the North Cape, Libya, 
Central Europe, the Middle East, Iraq, Vietnam, Cuba and Korea. Each are of 
varying difficulty and have both scenery and enemy hardware to suit their 
positions. Within each you tan select training Or real missions, the type of 
missions and the ferocity of the war. 



THE VERDICT 



Not being a real military pilot {I 
didn't have a tool enough pair of 
sunglasses to pass the exam or 
whatever), I wouldn't be able to say 
whether the flight model in F-1T7A 
is accurate or not. What I can say is 
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between flying this baby and flying ■"■"■"■■^' — "■?r ,-, "i 

1 ° 3 i a Memory Disk-. 

MicroProses former sim, F-15 1Mta 

Strike Eagle II, and I think I'd be 
pretty safe in guessing that the real 
planes don't behave in the same ^eTP 
way. That seems to be the problem 
with all of Prose's sims - although fck 711 / 

the graphics and presentation tech- ™- 
niques are changed with each new 
arrival, the flying bits remain exact- 
ly the same (with the exception of 
Gunship 2000, of course). Not that 
they're bad, that is. MicroProse's 
sims are amongst the most playable 

of the lot - maybe because of that 

I? 1 I ALL 

familiarity - and this holds true 

here. F-117A has aJI the excite- 
ment and professionalism you've 
come to expect, although this time the 
graphics haven't really moved on any since 
the Eagle took to the air. Indeed, if you already have F- 
15 II you're unlikely to discover much different here 
apart from worrying about where the enemy radars are 
and taking photographs instead of dropping bombs. 
There are a large number of areas to fly over, but since 
none of them are linked together in any campaign 
there's no rear incentive to try flying across Korea's 
green fields instead of Western Europe's, That's what F- 
11 7A really needed to put it ahead of the rest - a cam- 
paign. Something tying all the missions together into a 
greater whole. As it is, you've got a solid, professional 
flight sim with little to separate it from everything else 
currently buzzing the Amiga's skies. 



F117A Is A 1200 compatible so you high-powered 
flyers have newt t'worry about. Vou really high- 
powered flyers with CD32s, though, will have to 
wait tar MicroPros? to decide whether they want to 
put the ninja super-plane on m CD or not. 
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's Captain Kirk? Never mind that - 
. Broughton is here and he's 

to get off with any alien chicks 
irow his way. Set for stun, 



pace. The final fron- 
, tier". Yes, Frontier is 

almost here, and David 
Sraben has said that... (No, it's okay, 
we don't have to lie to the kids any- 
more. Frontier is in the shops. Wow 
get on with it! - Simon.) Oh yeah. 
Star Trek - sorry about that. 

Who hasn't heard of Star Trek? 
Ah, the fond memories come back to 
me now: home from school, eating 
my beautifully prepared fish finger* 
And chips, a quick game of Apple- 
Trek on my Apple 2 {I thank that 
green screen for my pathetic eye- 
> ght, you know) and then, come 
6,00 pm, over to BBC2 just in time to 
watch Jim beat up thick aliens, get 
hit over the head with unrealistic 
foam 'rocks' and snog all the nice 
women ■ what a role model- What a 
guy. What eye-Iinoi . 

From the over-acted, over-dra- 
matic intro, to the corny 'everyone 
around the Captain's chair laughing' 
bit at the end (even though that 
poor nameless sod in •**- 
ted security suit got kil 
again!) Start Trek was a 
unto itself, whi'h 
were always best ,ind aliens 
had better bloody well >i 
that into their big shinny 
u\ui> or Jim Would fill em 
'ul I of phaser i loved it, as 



did hundreds of thousands of 
ers, and now that we've all grown up 
(sort of) here's our chance to ex 
ence that thrill first-hand with I 
play's slightly tate Star Trek; , 
Anniversary. 

Each of the game's seven mis_ 
split into two distinct game styles; a 
space combat simulator (where 
get to command the Enterprise f 
the Captain's chair), and point 
click adventuring on any of the 1 
planets you may happen upon, 
seven adventures on offer are 
sented as separate episodes, c 
with authentic intro sequences 
apt titie names. Demon World 
Love's Labour Jeopardised are 
favourite two (if you're interest 

I'm sure you don't need me to telt 
you how Star Trek works, so I'lt iuf 
leave you with a number of wi 
which you can pick 'n' mix to n 
your own relevant intra; Klin< 
Phaser. Spock, Enterprise. Snog,, 
liner, Up, Me, Beam, Scotty, 
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(Above and below) One of the first things you're treated to when 
you get aboard the Enterprise is a friendly practice fight against 
another Rederation ship. This should be a piece of cake compared to 
fighting Romulans as St.ir Fleet have no cloaking devices and all its 

ships seem to feature the same 'huge round saucer with fins off the 
side that's very easy to target' in their design. Good bit of engineer- 
ing there 



Mr. Sulu 
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Each mission starts in an 



life on the Enterprise 
being disrupted by a mes- 
sage from Star fleet. The 
specific details for that 
mission are then relayed 
by a communication, and 
will commonly include an 
ati«n race, a distant loca- 
tion and someone for 
Kirk to snog when he gets 
there, Plot course for 
Pollux ¥, MrSulu. 



Damage during space 
battles can be greatly 
reduced by careful use 
of shields and damage 
control. You can moni- 
tor the ship's condition 
using the two ship dis- 
plays on either side of 
the bridge, and can 
direct Scotty to priori- 
tise repairs using this 
pull-up menu, though 
both engines have been 
severely damaged here, 
it's actually more 
important to keep the 
main deflectors and 
weapons up and run- 
ning for obvious rea- 
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A THING YOU PUT ACROSS A RIVER 

As you'd expect, a captain is only as good as his crew (how else could David get a mag- 
azine together'?), and James Tiberius Kirk is no exception. From the bridge you can 
access all of the characters that you've come to know and ftve, along with their individ- 
ual skills and attributes Let s have a little look around, shall we? 
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SCOTTY 

Always good in a crisis, Scott y 
is ever ready with an unrealis- 
tic view of things- Show him a 
nasty soot on your neck and 
—»u can expect an "Any more 

assure and she'll blow sky 
high!" or a helpful "I can 
squeeze it. but I'll need 
fifteen more hours - AT 
LEAST!!" Scotty does serve ,1 
function, though, and will 
repair any damage sustained 
in a battle, while also control- 
ling the emergency power - 
which, as fur as I can tell, 
basically involves fitting all 
the lights with red bulbs for 
some reason. 



SULU 

Sulu never gets invneo 
parties any more after that 
episode where he got drunk, 
took his shirt off, and went 
screaming around the 
Enterprise's corridors bran- 
dishing a sword (.now there's 
a lesson for us .ill here). As a 
result, he gets the sobering 
task of looking after tr 
ships deflector shields 
welt as taking the ship i 
orbit whenever you 
approach a new planet, A 
fun guy with a great 
complexion. 



KIRK 

When he's not b 
with alien's girii 
checking his eye-liner, 
can be used to access the 
captain's lag {don't even 
think about it), giving details 
of missions past and present. 
Kirk also has the say so when 
it comes to beaming clown to 
planets or across to other 
ships- If by some strange 
twist of fate he finds an evil 
double, you can be sure that 

his make up will be doubly 
thick so that you know which 
one's the good Kirk, From 
Kirk's chair you can also 
access the disk options. 
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CHEKOV 

As a child, Chekou was 
ridiculed for his hilarious 
speech impediment, and with 
trade mark phrases su 
"Cap teen, surrender y 
wessle." you can understand 
why, To release his childhood 
aggressions, Chekav has been 
put in charge of arming the 
ship s phasers and photon 
torpedoes, as well as 
handling the navigation via a 
galaxy map. ChekOV IS 42, 
lives in Crew, and his hobbies 
include keeping live slugs in 
his ears and tap dancing with 
a kettle on his head. Or some- 
thing like that. 



SPOCK 

Si pock is particularly respect- 
ed among the Enterprise crew 
for his uncanny 
impersonation of Roger 
Moore's eyebrows - he's so 
cool, you could stuff a toilet 
brush up his nostrils, and the 
git still wouldn't flinch, Sp-ock 
acts as a general 'help' 
option, giving his expert view 
on most things as well as giv- 
ing more specific information 
via his science computer. If he 
gets really unbearable, bung 
Him in the Dilythium crystals 
chamber with only a pair of 
gloves for protection - Ha ha 
ha ha ha! 
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UHURA 

As well as being it good way 
to clear your throat, her 
name roughly translates into 
English us em; use me", which 
is fairly apt as she handles 
all communications to and 
from the Enterprise. She has 
no apparent skills other than 
this, but is jolly useful in a 
landing party for teasing 
undersexed aliens with her 
swanky moves and barely 
net ice able skirts (you 

wouldn't cath me wearin< 

that kind 1 of gear. Except 

on Fridays). Known about 
the ship for wearing 
cigarette lighters in her ears, 




A DAY IN THE LIFE 

Hi. J, i mi's T Kirk here. I'd live to invite 
you to share a day of my life with 



through the worm hole. 

Having cleaned my teeth and 

received my orders from Star Fleet, I 

like to fly off in completely the 

wrong direction until I run into some 

of my old mates. This one's a bit 

grumpy, but he means well and he's 

only playing. That brown and grey 

outfit just doesn't work Hops it? 

I don't know! Make a helpful 
suggestion for colour coordina- 
tion and Romulans go all funny. This 
one thinks that by using his cloaking 
device he'll get away, but I've got the 
latest in phasers and photon torpe- 
does at my disposal, Scotty's getting 
a bit upset just because I've broken 
his engine and messed up his shields, 
but he'll get over it no doubt. Needles 
to say, 1 win at the end, and, pausing 
briefly to re-apply my eye-liner, move 
on to the correct destination. 

Mr Sulu impresses the crew with 

' a superb bit of parallel parking in 

orbit, and then it's onto the blower 

for a chin-wag with big nose. He 

obviously envies my good looks, so 

I'll organise a landing party, 

complete with sausages on sticks and 

a red uniformed security bloke who 

can get shot a bit later on, Scotty, 

you have the com. "No I don't! It's 

just a heat rash.' 1 

Onto the tingly- machine with my 

best friends Bones and 5 pock, oh 

yeah and 'Mr Long Life'. Just time for 

a quick game of musical statues 

before I get that strange grown-up 

feeling that spreads all over my body 

like a warm cup 'a' soup. Lovely. 

Just for a change, we find lots of 

ill people when we arrive. Bones 

is such a laugh you know - he's got 

this old spark plug that he waves up 

and down people's bodies while 

whistling through his teeth. They 

always fall for it- Anyway, apparently 

this poor unfortunate need some 

berries rubbed somewhere. It alt 

sounds very messy to me, so I leave it 

to the professionals and go looking 

for someone to snog, 



We all set off to pick berries 
when who should pop up but those 
nasty Klingons • see, told you it was 
going to get messy. Luckily for me, 
my lightening reflexes (not to men- 
tion my phaser) make quick work of 
these dirty rascals, while my crew 
look on in awe, I'm afraid (but not 
surprised) to say that Ensign Everts 
was killed shortly after these pictures 

were taken. 



You'll be glad to hear that by tea 
time I'd saved the entire planet, out- 
foxed the bad blokes, and snogged 
just about everyone who wasn't a 
fella. And some of them that were. 
Cheers till next time, See ya. 
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THE VERDICT 



At 200 



Not Exactly the most exciting screenshot ever taken I'll grant you, but 
jolly important nonet he test- If you want to get anywhere in the 
galaxy, you'd need to come to this map to target your neMt, er.,, tar- 
get. This ills© acts as a piracy security device - if you don't know which 
spots are what, you'll find yourself in a hopeless fight against cloaked 
Romul, !!>■!, Fun, fun, tun. 








dhnr-al 



travel to Pollux U. The rwiVM report 
that alien life-forms have beer* 
attack ina the settlers near a mine at 
Mount Idyll, You are to report to the 



Each mission starts in an similar way, with normal life on the 
Enterprise being disrupted by a tall from Star Fleet Uhuca will inform 
you of any messages received , and in true Trek fashion, they will 
appear on the main screen- The specific details for that mission are 
then relayed by a communication, and will commoniy include an alien 
race, a distant location and someone for Kirk to snog when he gets 
there This old git looks half a steep, but newer mind - plot course lor 
Pollux v, Mr Sulu. 



T&r? 







The 'naked man' icon in the top right i*n't some twisted alien race, 
but is in ta«t a gateway to control beyond your wildest dreams. By 
highlighting specific parts of its anatomy yow can talk, look, take, etc. 
to your heart's content. If you select to 'use' items, you will be 
presented with this sub- menu showing what you are currently hold- 
ing. I can't decide whether to scan this bloke or just shoot him and 
i he done with it. 




Excellent. This is a must for anyone 

who finds themselves strangely 

drawn towards things vaguely Star 

Trek related. The interface is excel- 
lent, making everything instantly 

accessible and leaving you with no 

worries when it comes to selecting 

the right object, chat-up line or 

which phaser to shoot. The music 

adds to the atmosphere by swelling 

and stabbing at just the right 

moment - a system which works 

much more effectively than 

LucasArts' Imuse jobbie - and the 

sound effects faithfully sampled 

from the show and reproduced 

throughout the game give you a true 

feeling of taking part in the show. 

The game is littered with graphical 

treats - Kirk leaning over with the 
ship when you turn in a battle, 
Spock independently pulling out 
instruments to take recordings, etc - 
and the authentic conversations 
between the cast are real treats for 
die-hard Trekkies. But let me just 
stop myself here. It's all very well 
coating a game with in-jokes and 
authentic graphics and sound effects, 
but what's more important is whether the game si 
works if you're not a big Star Trek fan. Well, the puzzh 
aren't too taxing (although the solutions aren't all 'logi- 
cal' and straightforward) and the space combat a nice 
idea, but at the end of the day the average, non-trekkie 
adventurer isn't going to find this much more spectacular 
than a 'normal' non-licensed game. As brilliant as Star 
Trek is. It seems content to just appeal to those who 
would have bought it anyway and doesn't really have any 
Innovative features that scream "buy me" at you. That 
said, let's not forget the score being given here, and full 
marks go to Interplay for doing just about the best thing 
they could have done with the Trek licence. Most defi- 
nitely worth a look if you're into Trek, and still pretty 
damn good if you aren't. 
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ar Trek will only be available for AizoO HD 
ers, but there is a possibility of a C032 ver- 
sion at iome later point. And, er, that's it, really. 
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• Intelligent enemies, 

• Two spectacular parallax scrolling missions. 

• Mind-blowing sound effects * 

• 6 channel stereo sound. 

• The fastest 3D sections EVER on the Amiga. 

The ACTION will blow your mind! 
The VISUALS will blow your mind! 
The PRICE will blow your mind! 
STARDUST - £ 16.99 - OUT NOW! 



From -ill nVrcnl computer ^Ltm-e shops, 

ask from your local dealer now! 

Or. order from: 

BLOODHOUSE HOTLINE 

081 467 0267 

Or fill In the order coupon and send it to: 
Bloodhouse UK Ltd.. 

FREEPOST M3 1870, Chislehurst. Kent BR7 6LH, 
No stamp needed if posted within the UK. 



DISTRIBUTOR: Daze Marketing Ltd. 
Tel, 071 328 2762 




I 



ffwse send m? a copy o' Stardust at i. ence ot E 16 99 (includes VAF and P&P| 
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"It's more than a straight tlighf sim:, 

D.I.D. have emulated multi-million dollar 

flight simulators. When you play TFX the first 

thing that hits you is the detail of the landscape... 

over seven million square km appears on screen, 

with hills, roads and mountains all in the 

right place/' THE EDGE 

"The graphic detail is quite superb, with stunning 

visuals and strong sense of image, TFX is quite 

often like watching a movie.,, when I First saw TFX 

my jaw dropped so far if took me 15 minutes to find 

it again! It's fast, good looking and fun." PC REVIEW 




Tactical Fighter Experiment... the only 

choice worth making where slate of the 

art flight simulation is concerned. 

Take control of one ot three of the finest 

aircraft money can buy: 

Eurofighrer 2000 

Lockheed F-22 

Lockheed F-1 17 Stealth Fighler 

TFX... a simulation at the cuffing edge of 

aerial combat enhanced by unprecedented 

indeptti research and authentic flight detail. 

Take on Ihe missions... light lor peace. 
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OCEAN SOFTWARE LIMITED ■ 2 CASTLE STREET ■ CASTLEFIELO • MANCHESTER ■ M3 dLZ • TELEPHONE; 061 S32 bbii ■ PAX: U6 I 834 OftfeU 
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If you thought you'd seen enough Asteroids clones to last you a lifetime then think 
again 'cos you ain't seen nothing yet. David Upchurch shouts "Let's rock!" in a slightly 

sad mann 



leochouse, eh? What a bloody 
(ho-hol) stupid name for a 
. new development team. If 
you're going to have a silly name you 
might as well make it humourous- 
How about Bogiehut? Or Mucus- 
mansion? Just some ideas, you 
know. Still, if they're happy with it 
then I suppose we should be too, 
especially if they keep coming up 
with stuff as good as Stardust. 

There are no prizes for spotting 
that the game is heavily 'inspired' by 
the old Atari coin-op Asteroids. In a 
little rota te-'n '-thrust spaceship, the 
player must blast his ivay through 
thirty screens of tumbling rocks and 
alien spaceships spread out over five 
war zones. 

Your ship starts off fitted with a 
pathetic three-way laser and a shield 
which can be activated at any time 
(as long as you've got enough juice 




Certain aliens release weapon 
upgrades when destroyed and, it 
picked up, these can be toggled 
between via a sub-menu called up 
with the spacebar. 



In the Warp Tunnel you view the 3D 

action from just behind your ship. 

Your task here is to blast the asten 
oids and avoid the mines until you 

eventually reach the next zone. 

to power it}- Along the way there are 
various icons left behind by the 
smashed asteroids and zapped aliens 
which, if collected, will top up your 
energy and shield power as well as 
enhance your laser's performance. 
Some aliens even leave behind high- 
er-powered weapons to add to your 
arsenal. 

When Bloodhouse first revealed 
their existence earlier on in the year 
we were very excited - after all, it's 
always good to see fresh talent 
entering the Amiga, games scene. 
However, when they announced that 
their first release wai going to be an 
Asteroids variant I have to admit that 
we could hardly sustain our excite- 
ment. Oh, it looked very pretty but 
surely the Asteroids concept had 
been pushed as far as it could go? 

How wrong we were... 
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Fvhhihrr Daze 
Dpve'ejwr-- 

Blood house 



£16.99 Out Now 



Mot Hjrd Duk In-.Uill.ilil. 
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I THE VERDICT 

Stardust may look pretty from the 
screen shots but you've got to see ft 
running to really appreciate how 
beautiful it is - the animation Is out- 
standing and everything moves SOOO 
smoothly. I've no idea how they did 
it but - by Cod! - I'm glad they did. 
Of course, the really good news Is 
that the gameplay is as good as the 
graphics. The control over your ship 
is responsive and instinctive and, 
although the game starts off very 
traditionally with just a few aster- 
oids rolling about, things Start to 
become much more interesting 
when the aliens appear - their attack 
modes are varied and quite cunning 
with a surprising amount of strategy 
required to defeat some of the nas- 
ties. It '5 definitely not a case of just 
sticking the joystick on autofire and 
spinning around ad infinitum. The 
3D sections break things up nicely 
and they look stunning (like the rest 
of the game) - Bloodhouse could've 
created a game out of these bits 
alone. I've got a feeling that 
Stardust is going to be a game that 
people will either love or hate. Yes, so 
at the end of the day It IS just a super- 
enhanced version of Asteroids, but In my opinion there 
are enough unique gameplay features and superb touch- 
es to make It far more than just another PD -style clone. 
And at an asking price of £16.99 it's an absolute bar- 
gain. Stardust is fab, basically. 




Every six levels you'll have to face a big nasty who guards the entrance to 

the Warp Tunnel and the next 'zone'. These can be real sods to deal With, 

and when they first appear you'd be advised to make good use of your 
shields until you've got a handle on their attack patterns. 



A1200 



CD32 



There are no noticeable improvements arising from 

running ths game on an A1200, and there are no 

Al2Q0/CD32-specific versions planned. Just think, 
though - jf Bloodhouse can do this an an A5OCG00. 
imagine what they could do on an A1200 or CD32... 










REVIEW 



The first ever s platform hero is herel Our very own 
phlem-induced Simon Byron peeks into his hanky for the 
lowdown on Psygnosis' latest. 



G\nr, 



here are many things in life 
which can be loosely termed 
'toys'- Some amount to little 
more than well-placed marketing 
campaigns designed to foot you and 
me into splashing out for a present 
for little Johnny at Christmas, Lego Is 
one such 'toy'. Sure, you can build 
blocky dwellings for vaguely mov- 
able characters hut where 's the fun 
in that7 Toys are meant to be played 
with, not sold in small parts for over 
11.75 each. And did you ever invite 
any of your mates round for a quick 
game of Lego down the park? I 
didn't think so. 

But now there's a real toy in town. 
travelling under the rather unfortu- 
nate name of Globdule. The only 
problem is that his pleasure-inducing 
potential has yet to be realised 
because he's confined to the dank 
depths of a cavernous prison with no 
chance of escape. Or so he thinks... 
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It's down to the wizard, you see r 
who's recent appearance has now 
presented Globdule with his big 
chance - an opportunity to manipu- 
late this magician into transforming 
Glob's perfectly gooey self into a 
desired-by-aH toy. However, the 
wizard has one condition - namely 
that Globdule must make his way 
through all the various themed 
worlds, collecting all the gems and 
assorted bonuses from all the levels. 
If he can do this then he'll be able to 
take his place on the Toys 'R' Us 
shelves next to the My Little Ponies 
and a doll that randomly vomits over 
your best strides. 

If you have a cold or a bad cough 
at the moment then you should have 
some idea of whether Globdule is for 
you, but if you're bothered about 
knowing what I think then take a 
look at the Verdict. Mqt that anyone 
ever listens to me.., 



Spikes and 
flames are two 
of the most com- 
mon hazards 
Globdule ha* to 
face and are best 
avoided. Glob's 

energy is 

displayed bar- 
like on the left of 
the screen and 
each hit will 
remove one sec- 
tion and send 
him spinning off 
into the distance. 
Lose all your 
block* and you'll 
lose a life, mate. 
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To leave a level. 

Globdule ha* to collect 

a speficied amount of 

gems and absorb a set 

number Of eye*. These 

total* deplete as your 

journey continues until 

the red exit square 

emit? a dazzling display 

of sparkles, indicating 

that you've done 

enough work. The other 

bonuses, such as cakes 

and start, are additional 

pick-ups which reward 

you with extra energy 

and lives once 

you've snapped up 

enough. 
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(Above} As you've probably noticed, Globdule isn't your run-of-the-mill plat' 
form star. His sticky properties enable hint to hang an to virtually any sur- 
face, so most of the walls can be used to reach other parts of a level and 
gain access to a whole host of secret bonuses- He can crawl and leap his 
way through the zones, the latter ability necessary for clearing the areas of 
nasty flames and spikes. 




You'll come across a number of doors through which you can only pass if 
you've collected the relevant coloured key. Then, by sliding slightly up the 
obstructing door and pressing fire whilst moving the joystick towards the 
door you can permanently open these entrances so that you can pass 
through them time and again. The game will automatically select the 
required key (If you've collected it, that Is), so there's no fiddling around 
with the keyboard. 
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Look at all that fruit! Collect every- 
thing here for additional points 

•#•# •#*? •<?•# 
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These vertical climbs arp no 

problem for Glob ■ he cdrt 

even hjng upsidc-dovyn 



This key Mill a How Glob 
ate*** to area* later on in 
the level 



VV.Ur h out for the spikes ■ 
one touch and you'll lose"* 
some energy I 
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Make sure you Avoid the 
flames - they're complete, 
harmful 
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(Above) This is just an itsy-bitsy teeny-weeny section of one of the easier 
levels., pieced together tor your delight. The lack of meant es goes some way 
to make this level slightly easier than most, but the spikes and flames 
ensure it is by no means a push-over. All tne gems you need to collect are 
hidden off in a secret area to the top -left of this map but lack of space pre- 
vents us from showing you it here, Sorry, 



Below) Globdules only method of dealing with the assorted creatures is to 
baffle them with an abtrobatic spin. The smaller me antes only take one hit 
but the larger ones require at least two direct hits to their shell-likes before 
they'll disappear. Once you've managed to do them in they'll deposit a pair 
of eyes which Glob can absorb, for reasons not exactly clear to me. it's a 
good job there aren't any Stevie Wonder creatures, is what t reckon. 
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At last - a platform game (or 'splat- 
form', as Psy gnosis are touting if' 
with a degree of originality. How Pubumtr: psygnowi 

, .. 0***f*J>er: 

refreshing it is to not have to hit Ex Animo Design 
secret blocks to repeal bonuses, or £2699 Qut N ow 
meander along horizontally-scrolling ' 

Hard DisA JmtfUabfe 

levels merely jumping on heads. 
Clobdule has definitely got an initial 

Memory I 

hook. The difficulty curve is nicely 1Mb 

judged, with the individual zones 
steadily increasing in size as your 
control over Clobdule is perfected, so 
you can at least get to grips with the 
game mechanics before things ^^ 7Qv 

become too frantic. After a while . * 
some of the level maps do become a 
bit of a joke - they're so huge H/jr#* 

Psygnosis won't be releasing a tips ■ 
book, more like an A to Z! It's possi- 
ble to spend upwards of five minutes J J ft) 
retracing your steps and this can 
become a tad repetitive ■ a few dis- 
crete arrows in the background 
would have been welcome here. 
However, the size and amount of these 
levels ensure that if you feel like completing 
the game then you'd better make sure your social calen- 
dar is completely free. There is one really major gripe, 
though- Because Clobdule bounces all over the place 
after even the slightest graze and you invariably end up 
losing at least a couple more energy points as Glob 
rebounds off several previously unseen hazards, It's easy 
to lose a life from these situations and it's bloody annoy- 
ing, I can tell you. Hmm... I seem to have spent the 
majority of this Verdict moaning ^what's new? - every- 
body^ but this isn't really a true reflection of the game's 
quality. Vou certainly won't be disappointed if you do 
>>turnp up the cash, but with a few alterations Clobduk- 
would have been a Lemmings- sized hit. 
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A1 200 version? Nope, sorry. CD32 ver- 
sion? Not much of a chance. Megd Drive 
version? Probably - you know what soft- 
cos are like for milking the cash cow. 



REVIEW 




A/\ U JiA. 



When the cry went up "Anyone for seconds?" it was David 
Upchurch at the front of the queue (as usual). What he didn't 
realise was that it was Psyggy with their kung-fu sequel. Don! 



When Robert Maxwei 
slipped on a barnacle and 
tumbled overboard to his 
doom a few years he dragged more 
than just his swimming trunks and a 
ha If -eaten piece of toast down with 
him. Various companies and sub- 
sidiaries of the Maxwell Empire took 
the final dive along with him, of 
which one {and the only one of any 
importance as far as games fans are 
concerned) was the late, lamented 
MirrorS oft. 

Pity poor VID's excellent First 
Samurai. It had the misfortune to be 
released just days before Mirror- 
soft's demise, and so never had the 
distribution and support it deserved. 
The few copies on the shelves were 
soon snapped up and that was the 
last we heard of it, bar a brief re- 
re lease a few months later in a com- 
pilation along with Mega-lo-mania. 



Hopefully, with Second Samurai, 
VI D will get the recognition and suc- 
cess they deserve. The game follows 
on directly from the first, with the 
young Samurai continuing his pur- 
suit of the evil Demon King (who 
murdered the Samurai's Master, triv- 
ia fans) through time and space, But 
although the King is even more pow- 
erful this time around, help is at 
hand from Mage, the warrior/wizard 
friend of the Samurai's, whom a 
friend can take charge of for simul- 
taneous two-player action. 

The scene is set, then, for kung- 
fu style action a-plenty, with the 
Samurai and Mage battling their 
way through level after level of the 
Demon King's minions both past, 
present and future. Imagine The 
Water Margin crossed with The Time 
Tun net and you'll get some idea of 
what I'm on about. 




OOH, NICE PIECE TOGETHER... 

These individual screenshots are all very well but what you really 
want is a top piece-together mdp to show you how the game plays, 
Well, you'd better do, 'cos it took me bloody hours to do... 

Starting here, Sam fas we'll call him) trots off right, dicing any naties 

he encounters, 

£ Slaying those strange fish- like things produces a drop of water, so 



But it's not all kill, main and 
gouge, oh no. There are arcade 
adventure-ish puzzles to be solved 
and tasks to be completed if the duo 
are ever to reach the King's moun- 
tain fortress and finally put an end 
to his reign of misery forever. 

Exciting, eh? 

(Above) There are loads of end-of- 

level nasties to defeat, all of which 

have been designed with a bit more 

imaqi nation than most. Take this 

giant robot, for example. As He 
stomps around it's your task to knock 

chunks off him. but as ydu do little- 
repair droids float on-screen and try 
to fix him back up. So you've not only 
got to keep bashing away at big boy. 
you've also got to make swe the 
repair droids don't reach him either 

You start with just your fists and feet to protect you, but it won't be long 
before you collect power ups like swords, knives, smart-bombs and invulnt 
bility spells. Once found they're stored in your inventory and it's up to you 
decide when to use them • it's called 'strategy'. There are also experience 
points to collect, contained in pots along the way, and the more you collect 
the more of the game's end -sequence you'll see should you ever finish it 



use this fact to put the pit ftames Qui, thus allowing you to yet to all th 
goodies. 



Another flaming pit' Once again, kill the fish things to put out th(» fires 
u'll discover why later.., 

Hmmm, a magnet- Could be handy. Pick it up.., 
I Clever-clever^ Putting the magnet on the platform above the grille opens 
the passageway! 

♦ direful here - slippy floors And look out for little sparkling points on tht 
walb, as these reveal the locations of hidden bonuses. 
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There are three types of two-player mode. The easiest is- 'friendly', where 
you can't hurt the other player, while tougher is stun', where your blows, 
er, stun the other player. Finally there's 'hill', where you can actually 
slaughter your partner. While the latter is fine for settling any private argu- 
ments you and your mate may have, it's no way to progress. 

Although the main course of the 
game consists of slicing and dicing 
bad guys white jumping around plat- 
forms, there are some interesting 
little side orders that pop up ottit 
flionaJly. Like this shoot- am-up level, 
where you don a jet-pack and have to 
scoot around zapping the marauding 
robots. I know it looks very bizarre 
but, look. I didn't program the game, 

all right? 





You'll come across magical tele port crystals from time to time, which can be 
activated by standing over them and holding down fire (shown inset). These 
crystals came in two flavours; big, which are important and whisk you on to 
the next stage or level; and small, which beam you into bonus roams or sub- 
games, like this hack-'it' -slash version of Asteroids shown here, 



Here you're attacked by a giant skult on a chain which must be defeat- 
ed before you can grab the helicopter platform in the bottom-left of the 
an... 
...Which you use to get over this ledge- 
Use the bouncing block to pass this dangerous lava pit. 
A curious cannon. Push this under the hole in the roof (which used 
full of flames), light the blue touch paper and then stand on top of it 
<md you'll be blasted up through the roof to the next stage! Simple when 
you know how. 
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I THE VERDICT Ejp±ga 

When you first load up Second ' 
Samurai you'd be forgiven for 
thinking that Psyggy had pulled a 
fast one and slipped you a copy of 
First Samurai in a different box. 
Superficially the two games appear 
very similar; despite the nice paral- 
lax backdrops, the graphics have a 
slightly dated look (circa 1989, I'd 
say), the sound appears to have 
been transplanted straight across to 
the sequel and the gameplay is just 
more hacking- r n '-slashing mayhem. 
It doesn't take much playing to 
prove this theory wrong, however. 
Agreed, the basic gameplay is the 
same but VID have made various 
tweaks to lt r mainly for the better. 
The level design is a lot tighter for a 
start, and you're guided around each 
level rather than left to wander at 
will (a good thing in my book, as the 
first game's aimless meandering got 
quite tiresome). The puzzles are a 
lot less obscure as well, almost to 
the point of redundancy - I doubt 
you'll be stumped by any of them 
for more than ten seconds, but at 
least they provide some sort of structure to 
rest the relentless fumpin' and fightin' on. And relentless 
is the right word - the enemy seem to be in almost 
unlimited supply, ensuring that there's never a dull 
moment. Sadly your Samurai doesn't seem quite as fluid 
and easy to control as he used to he - must be age catch- 
ing up on him - but even so you can still pull off some 
satisfyingly acrobatic combat moves with relative ease. 
One thing I did like about Second Samurai was the pleas- 
ant vein of whimsical humour running throughout, 
although how modern beat-'em-up fans who seem to 
like their violence laced with over-the-top gore a la 
Mortal Kombat will react to it I don't know. Second 
Samurai won't be everyone's cup of Saki, but I know 
what 1 like and I like this lots. 




A1200 



CD32 



Good news. A120O ownert! Although this version 
won't run on your machine., there will be an A1200 
version 'soon' (we 1 ! I, that's how Psyggy put it) fea- 
turing enhanced colours, sound and all those other 
good things you've come to expect from an A1200- 
s pec i fit game. No news on a CD3Z version, though. 
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Matt Broughton is a dab hand when it 
conies to stuffing fresh fruit and small ani- 
mals down his pants, so who better to take 
a look at Empire's latest platform offering? 




Hewlett is an apprentice wizard 
- and a bit of a swotty one at 
that- Being top of his class 
and a bit of a girly spaz, Hewlett has 
stayed behind one night to tidy up, 
and ended up accidentally opening 
the trap door that leads to the 
Grand Wizard's store of magical 
creatures. They seized their chance 
to escape into the magical land- 
scape surrounding the school and 
now it's down to you to find and 
recapture all the creatures. 

No prizes for guessing that this is 
a platform game, but here you must 
travel through four different worlds 

- each containing eight levels and a 
number of secret and bonus rooms 

- as you search for the missing crea- 
tures. Sand Land, Wet World, Plastic 
Place and Future Zone must all be 
negotiated, four levels at a time, if 
you want to recapture the creatures. 

Collecting the animals is easy, just 
stun them with a bolt from your 
wand, stuff them down your pants, 
and then banish them to the base- 



No platform game would be 
complete without a dissolving plat- 
form or two, and Magic Boy is no 
exception. Gasp in amazement as 
platform after platform crumble 
under your chubby lad's weight, with 
the ever present threat of doom only 
centimetres below. This is a pjrtic 
ualarly nasty position to be in 
because even if you do get past the 

platforms, those green and orange 

blocks hide spikes just waiting to 
penetrate your murky depths. Doer! 

ment below. Getting to the animals 
won't be quite so easy as you need 
to cross platforms, sticky blocks, 
toxic pools, icy surfaces - all the 
normal pi a tf or my problems you'd 
expect to find in a platform game. 
Special blocks can be found through- 
out the worlds which, when shot, 
release either a point-earning fruit or 
any of a number of power-up icons. 
You can upgrade your wand to shoot 
bolts of varying power and patterns, 
and also collect bonus letters, keys, 
extra lives, continues, etc as you trav- 
el across these strange and interest- 
ing worlds. Onwards, ever onwards! 
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Once you've stunned the creatures 
Wtth your wand you can Stuff them 
in your pockets before sending them 
down below. The more creatures you 
send in one go, the more points you 

score. But don't take too long about 

it - there's nothing worse than hav- 
ing a fish down your pants when 

I ft wakes up I can tell you! 




Each of the levels has a different 
number of creatures that must be 
collected and though there it no 

time limit as such, you do heed to 

move fairly swiftly or else the crea- 
tures will start to escape back into 
the world. 
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My word! An okay platform game! 
Yes, I actually enjoyed* this one. Dig 
deep through that cute and fluffy 
exterior and you'll find the beating 
heart of a well designed platform 
game. I know we've had more than 
a fair handful of platform games 
lately (don't we always!) but this has 
some nice touches and looks and 
sounds a treat to boot. The graphics 
are nice and colourful without mak- 
ing things too heavy on the eyes, 
while the sonlcs are musically pleas- 
ing with some top spot effects. The 
worlds feel very different thanks to 
lots of graphical backgrounds, ani- 
mals, and a good use of platform 
layouts, and the secret rooms are a 
nice touch that should keep the 
'console lover' happy (although I did 
find myself just trying to complete 
the level before the animals escaped 
rather than searching every nook 
and cranny for a bonus room). 
Hewlett moves nicely, and although 
he's sometimes a tiny bit sluggish 
when jumping, there's a thankfully 
low amount of dying because of bad 
game design rather than your actions. 
The numerous platform types and pick-ups are, while 
being nothing new, very nicely done and occur with 
enough to keep you moving without hindering too much. 
There's also a good mixture of point collectable* (I.e. fruit) 
and weapon/bonus items on offer although it would have 
been quite nice to be able to discard unwanted pick-ups. 
It's good that you can choose to approach the levels in 
whatever order you fancy, as this avoids the 'Manic Miner' 
problem of being stumped by one level, thus bringing an 
end to any playing. My only real complaint Is that some 
levels are either way too easy or far to hard. I completed 
the first eight levels - i.e. the first world - on my second 
go, while other levels seem to be completely impossible, 
forcing you to choose another level even though you 
know you're going to have to tackle it eventually. End of 
the day? Excellent for what It Is, but not exactly original. 



Nop? Nothing u.igucly resembling .in A 1200 version 
lu be found heie. I'm afraid. There are no plans to 
play with the CD J 3 either, but t he-re an a number 
of limited editions of Magic Boy that come with a 
copy of The Cool Croc Twins. Hurrah? 



Quite simply the best Fooiball rnanngemerf game (or your computer 
We haw served thousands of satisfied tuslorner? during our 4 years of 
trading. Over 10,000 man hours (during 5 years) has been dedicated to 
the producfian of this constantly 'mpaving -ganifc. Il is one of the mast 
redistil and accurate represeatmw of (l professional fooiball managers 

mil challenge !o tactically our mil and DOnquH MBty opponent, 

Managers : 1 to 4 Human players. Ratings, Performance statistics, sin 1; 
and offers. 3 Difficulty levels, Manager of ifie manlh and season 
mvnrried, Pooh, Pkk ony team In orry division la begin with. 
League 4 Cup : Premier 22 teams. Division 1 ,2 1 3 hnve 24 teams, 
Play-offs, Tables. 7 Cup competilions wilti precise rules (2 legs, extra 
lime, away goal rule, seeded draws, European Cup tallies, S suhs, 
nan-daneslic pfayei restrictions lie.), Finalist mule to glory. 
Games : Yearly fititure/pf ewous list, Week fiictures/resuhs, Results from 
previous meeting with opponent (goes lock up Id a seasons; . 

EASY 10 PLAY Animoter^^ Joystick or Mouse. I 
Wresinggome v^jSTS^w lot 2 player; 



Players : Real m statistics reflecting the start of 93/94 season with 
nxil positions, height, age. Live transfer market, Cofilrncl & wage 
negotiations, Preferred foot (left/right/loth) r Loons, Injuries, Training, 
Speciol talents. Trainees, Goalkeepers (separate skill categories), 
Defenders, Midfielders. Attackers & Utility, Retirements, Foreign 
transfers, Unhappy players, Tap 10 Hoi shots, 
learn : Training, Totlks ( 1 5 different styles:-, Aggression, Formation 
allows specific ployei field settings (Left winger, Sweeper etc.). 
Club : Sponsorship, Ground rmprownenls, View opponent. Finances 
TfiB Match : Reaf time scoreboard reporting goals & injuries yellow/red 
curds. Sound efforts, Interventions pei milted al ony time to 
change tactics, larrnotians and make sobs. Physical graphical penalty 
participation (optional). Over 80 different referees. 
Other : Fast laud/save, Prinler access, 70 Options to set various 
pne preferences, Instredion hook, Easy to pfay. Technical support. 
Plus : Over 1 00 olfier meticulous refinements impossible to list here. 
Mi lot Allows you Id amend various it&ms in soved gomes. J 12 Eictro 
[X3 Scottish : Dedicated version details available upon request. 
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This is a purely momgeml aidcet manager pme thai concentrates on 
strategy and includes plenty a! relevant statistics The game has been 
designed and developed by a true fan of the sport. It fepfeotes everything 
tticit a real manager has to contend with and it's a totally unique 
production that anyone win on interest in Cricket should experience. 
A summary of ihe main features is shown below* 
■ AXA EQUITY £ LAW 1 8 league county teams, 50 wets pet game. 

• 4 Cup campefilkjris induing Benson £ Hedges, Nat West. 

• 20 different match umpires wiih accurate names and strictness, 

• Accurate player details Surname, height and age, 

• 27 different player attributes. Wast skills, have c direct impact on the 
effectiveness of each individuals actions during a simulated match, 

• Easy player selection. Ail game tart is clearly presented. 

• Batting and bowling averages. Fop hotting and bowing tables. 

• 3 Different training intensities to boost batting, Wing ot fielding. 

• Weather, prtcn and light often make on impact on ground condition. 




3 or fielding placsnrjs. 
Attack and Defend), 
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This game has been designed to be as close to red racing: as possible, 
five years of development by a clever racing expert has led to the 
second revision af this Flat Horse Racing Simulation. 
Up to 4 pioyeis con participate as Owner Trainers with me primary 
objective of becoming the top rated trainer, in respect of prize money 
wdu, at ihe end of each racing season (March to November). There 
ore up Id 35 other intelligently controlled computer trainers to compete 
against and compare your personal performance. 
To achieve this aim you must discover a potential champion and Iron 
them so that they become capable of competing well and winning any 
of the M big prize money races {Handicap and Group), eg. The Derby 
To give you an idea of the tools provided in this game to assist you 
reaching your objective we hove listed the nan features below:- 
•250 horses each wiih over 60 independent voriahles. 
■ 26 different race courses (Z all weolher), real life choractenstics 
mirroring the diversity of racecourses in the UK (descriptions provided). 

Wcrtd Gup [/picket Masters 



A liinfnstn ijianttrd and/ui ruiimil represtntoHon a* Crickll .. . 

been campleiidy wiiileu. by a traditional Ion. You an |iliyunilly 

plKi|Mlei wilii iKittiiNt and/at bowling or leave it to the computet la 

automatically handle Swhl fsotlin m Mr-lnw ■- 

GAMF OPTIONS SlATISIItS 

~ I Day limited overs ai tnt ♦ Scorearfl 1 ft bawling amilyvs. 

While oi caiouied clollinnj. • Wealer and ground nports 

Thee (fickei grounds. • Wngw Wheel 

load/Save \ i Skill levels. * rVtonhatton Chart. 

1 (omputei/Humun playeis. FLAYEK VAEIEIV 

ANIMATED AC HON * Rated on fj adjustable foctois. 

• Sound Commentary . * left and right hnnried players. 

• Umpire sigmiK • Range al halting types, 

• Al me slrakes cut, puU, drive, etc. ■ Editor to amend game stats, 




• 20 Jockeys who vary in ability and booking fees, Orders & Feedback. 

• Farmbook and Win Summary Cords cover the previous 200 races. 

• Animated race display or just the result. View Declaration list for races. 

• Very informative report by Head stable lad. Tipsters, Bookmakers. 

• Racocards similar to racing press. Real life. Handicaps £ Race Types. 

• Viruses, Injuries I Vets, Load/Save game. Many other items included. 
Version 1 is available upon request (Simple training & netting) @ £1 5. 

_ 



• Full malch highlights let you 
watch the action ball by Ml with 

graphics and/or realistic 
sampled sound effects for 
significant events (fours, Drop 
decisions, etc.}. Interventions are 
permitted at any time to change butlii 

• 3 Batting/Bowling classifications (H 

• Choice of 1 5 different field placings. 

• Full scorecurd results with best tatting and bowling figures. 

• Other staff (Physio, Groundkeeoer, Scout) con he hired and fired - 

• Annual league tortures listing. Current weei and last league results. 

• View current cup competition draws and historic records. 

• Real lime transfer morket. Player contiact and wage iwoolwtiojB. 

• Sponsors, Pi-inter access, finances, Poor ground fines. Manager rating 

• 1 5 Options to oiler game preferences, Load/Save game. 

• Instruction book wiih plenty of examples. 
^_Plus_n_KHiy more fine details, ttiqt we are unable to list fieae 
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Open Notional Tipping Competition 199 : Organised 
by Rocecnll, regulated by the Tole, this program 
joint second. This fed to a serious anpioach from a well 
national book maker. Rejected in favour al supporting the public 
Winnings Statistics 1 04 wins out of 1 66. os from 2/6 1a 1/9/93. 
Formula ; This program tells you exactly what to do. You are NOT 
permitted to amend 1 our system unlike sa many other similar programs. 
How confidant con you he in something thai invites amendments! 
8. Developnwl : Three years full lime race analysis and 
experimentation 1o refine end test ihe prediction system, 
Inside Knowledge : pfenty of unique hints from contacts in the know. 
User Friendly ; No racing knowledge required, easy to use, totorwl book 
Resisted Soles : As soon as our programs predictions have a prolific 
rtnoact on the betting odds we will stop accepting new buyers. 
Monthly Updates Highly recommended option. If ony update fails Id 
break even we'll send the noxl one free of charge. From £25 
Price Increase : Highly likely. Buy now before success forces increase 
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24 HOUR CREDIT CARD HOT- UN 

m **H*m (0702) 600557&3 



* Mppcals, dropped catches, iun outs • Bowler types include seam, 

• Bouncers, wides and no halls. -swing, change and bath types of 



fRIENDLKONIKQLS 

■kori driven with point £ click. 

* Large 3D scrolling screen 
covering the entne playirii|iiii'u 
•Mouse controls howlei'i line, 
biglh, direction field settings. 

* Joystick control of batsman's 
iittuikbcl, strokes arid 
aniiriiiij between wickets. 
VMABK CONDITIONS 
•Surface I poca of pitdi 

* Ram. bad fijlrt, cloud caver, 
tanpaflhjre mid humidity. 



W DISPATCH 
YWEMTS 

orantee 
credit card 
please write its number on 
the reverse of your cheque, 
doing so will ensure ifepuh.ii 
' w of receipt ' 
CUK LMSS 

(»* ran 

hchurch Rood, 
Soulhend-oir-Sea, ' 

Essex SSI 2MD. England. ' 
IH (0/02) &MSS7 , 
FAX (0702) 413/4/ 
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Al ttie pfograim detailed in Itiij od.'erT ore onty Qwoilflbte by direct mail. 
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1 Professional Foottoll Masters V4 
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1 P. F.M. Editor V4 


12.00 






1 Stable Musters V2 


2195 






1 Oracle Hwse Tipster (RRP£?9.?5) 


75.00 
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You'd expect to find an intr© with 'settle 
down' somewhere in it but because we 
used that in the Work In Progress a few 
months back we feel it would be unfair to 
regurgitate it here. Anyway, Simon Byron 
reviews this latest from Blue Byte. Okay? 
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ay back In about 19B5 {or 
something like that, any- 
way), Attivision released a 
piece of software for the Com- 
modore 64 known to its friends as 
Little Computer People, because 
that s what it was called. It wasn't 
a game as such but more of a com- 
puter pet'. Every disk housed a 
unique individual whose traits were 
different to anyone else's and they 
all came with different names, their 
own personalities, a habitat and 
even a computerised dog. 

When you loaded up LCP for the 
first time you'd see your newly- 
acquired pet person move into his 
little house with the excitement of a 
smalt child discovering a new play- 
area secretly hidden away at the 
back of the garden By communicat- 
ing via the keyboard you could 
instruct him to play a game of cards 
with you, write you a letter, feed 
himself, that kind of thing. And 
although in truth your LCP was 
about as pet-like as a pot of yoghurt, 
at least it was better than having a 
dog that crapped on your sofa al 



the time. And you didn't need to 
walk it. * 

Up until now the LCPs were the* 
most charismatic computer beings 
ever to have been stored on floppy 
but their reign is all hut over. The 
Settlers, you see, are thousands of 
such cute characters under your 
command living in their own unique 
and vaguely Medieval land. By 
instructing them to erect buildings 
and fortresses you can create a fully- 
working community which will hope- 
fully conquer its neighbouring terri- 
tories and overthrow any villagers 
who happen to be living there. 

Starting with only a castle con- 
taining an almost inexhaustible sup- 
ply of Settlers, you need to set routes 
to and from your stronghold, estab- 
lish a productive farming and min- 
ng operation and thus maintain a 
sufficient supply of raw materials to 
satisfy your tiny blokes' increasing 
demand for tools and food. 

Yes, so its a God game but. 
although you may think you've seen 
this thing a thousand times before, 
you ain't seen nothing yet. Really 




You can capture territory in one of two ways and the choice is entirely up 
to you. By erecting military buildings close to the border yt»u extend your 
kingdom's boundaries, with any enemy structures affected by this bursting 
into flames. Afar more constructive means of swallowing up your 
opponents land is to send in a group of knights to sort them out. 
Whenever you do this, a mini-fight takes place with e»ch guard taking 
turns to swipe at each other. Win this skirmish and you'll control the 
enemy's fortress and your territory will be increased, 
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{BelowjThe tiny villagers aren 
too keen to wander over gras 
(unless they're farmers, wooc 
&Kitters, foresters or rock bail 
I so it's important to lay 
down roads from all the vari 
ous buildings so that the men 
r can reach each location quick 
and without getting their 
shoes too dirty. Flags are use 
to plot the layout of the walk 
ways so by c red ting a numbt 
of flags and networking then 
together you can have a con* 
plicated road system. Now al 
you need to do is neglect it f 
a number of years and you ci 
run for a place in local 
Government. 
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You begin the game with 
huge map consisting of a 
variety of open plains, 
mountainous areas and 
lakes of differing sizes. Th 
first thing you need to do 
place your castle in a spol 
where there are sufficient 
amounts of stone, wood, 
water and other minerals 
These can then be mined 
and used to manufacture 
tools and assorted helpfu 
items. Once you've opted 
for a spot, your territoty'i 
perimeter is mapped out 

a ring ot rolnururl ppqi An 

the game can begin in 
earnest. 
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Most of the villagers gather 
supplies depending cm their job 
descriptions but more valuable 
resources such as coal, gold, 
iron, etc, need to be mined, If 
you spend most of your time 
randomly setting up mines then 
you're tikely tD waste time and 
effort. However, professors can 

be dispatched to survey any 

hilly parts of the map. leaving 

'tags' when they come across 

potentially rich mining areas, 




The Settlers has a number of 
different modes of play. Yo« 
can indulge in split-screen 
action against a mate, take 
part in a series levels or even 
play against up to four com- 
puter opponents. The amount 
of villagers each 'player' is 
allowed -depends on how 
much free memory your 
Amiga ha*, with the more 
powerful machines permitting 
upwards of sixty- four 
thousand little sprites. 



You can construct as many 
buildings as you like as long as 
you've enough wood and stone 
in stock to complete them, 
There are a number of different 
properties to erect varying 
from simple huts to huge bar- 
racks. Once you've decided to 
initiate their construction a 
bloke will trundle down to the 
proposed site and begin build' 
ing. Once completed, another 
Settler will move in and begin 
his daily duties- 
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My community Is positively thriving, as you can see. What you'll fail to 
notice from this static "scr*eny' r as we call them, is the range of wonderful- 
ly animated characters, from fishermen to labourers, who constantly wan- 
der around performing their jobs. You'll often find yourself forgetting 
about the gam? in progress and focussing on a specific individuals like the 
woodcutter who'll pick a tree, cut it down, ptcceed to chop it into little 
pieces at his hut and then cart the lumber bach to your castle. 
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Although not specifically enhanced. The 
Settlers does take advantage of the A12QQ's 
additional memory and tailors the graphics, 
sound effects and level siies to fit. There are no 
definite plans for a CD33 version but I'm sure 
that if you pester Kompart enough then they'll consider it. 



To put it succinctly, The Settlers is 
one of the most impressive games 

ever to have come OUt of Germany. 
Or anywhere else for that matter. 
It's been a while since I've played a 
strategy game for as long as I spent 
on The Settlers. I think that Dune 2 
was the last 'serious' game I could 
whole-heartedly endorse and this is 
certainly on par with that. Of course, 
the game's main selling-point is the 
sheer character of the Settlers them- 
selves. All the little bods meandering 
around are just brilliant and even 
though they're only a lew pixels big, 
like the Lemmings, the amount of 
personality they display is breathtak- 
ing ■ it's definitely a game you fall in 
love with instantly (but I don't want 
to snog it or anything). The game- 
play itself can't be faulted. As far as 
options and possibilities of building 
up your civilisation go you've got 
more than enough to keep you 
happy and there's hardly any oppor- 
tunity to get bored. That said, the 
menu system is initially a bit over-complicat 
ed and although the programmers have tried their bes 
to keep it as user-friendly as possible, it's a bit hard to 
get into. On-screen labelling of the building menu would 
have helped here. Some people in the office have 
remarked that there's not enough fighting to do (condi- 
tioned by Syndicate, perhaps) but in my eyes the balance 
is just right - for once I'm more than content to play a 
cute game with no blood. If you've played all your Cod 
games to death and are hungry for some more then The 
Settlers is much more satisfying than a truckload of 
Snickers, By the way, did I mentioned how brilliant the 
graphics are? (Yes. - Everybody.) 
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We've been receiving disturbing reports of mass carnage, 
immense fire-power and much blood-letting being done in 
a very humorous manner. Matt Broughton, The One's very 
own war correspondent, reports from the front line. 
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o to your brother. Kill him with your 
gun. Leave him lying in his uniform, 
Dying in the sun," 

I will place a ten pound bet with you, right 
now, that if you buy Cannon Fodder and hear the 
brilliant opening theme song you'll be humming 
it to yourself for the next two weeks at least. 
Those a re the words above, just in case you ha we 
trouble making them out. 

Cannon Fodder is the story of one man's strug- 
gle with another. A tale of war. Of heroes and vil- 
lains. Of good and evil. Of one man's might and 
another man's ammo. 

Actually it isn't. It's lot* of men with guns 
shooting each other. Imagine you gave the Lem- 



WHAT THE MAP SHOWS. 



. , Notable landscape feature* (such 
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but due to their sure tt't not 

always Apparant what they arc 
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the majority of 
..JsstOfH require 
_ to destroy 
enemy huild- 
inqi, enemy A 
building* 
are shown 
quite 

clearly. 
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mings combat gear and put them in a jungle. 
That's Cannon Fodder. War with a sense of 
humour. There's no storyline -just take a small 
squad of men into each of the war zones and kill 
things, maim things and blow things up. Survive 
and you get promoted. Die and you get an 
unmarked cross on a hill somewhere. There's no 
glamour, no glory and, better still, no moral cen- 
sor so there's plenty of blood (bang goes the Nin- 
tendo version, I suppose). 

The carnage takes place over several locations, 
including jungles, arctic ice-packs r urban military 
bases and even English countryside, Take cover 
behind tractors, hide behind stately manors, kill 
that git Love joy. 



Twenty-four missions await you, each split intc 
several phases (that's seventy- two in total), Cor 
plete a mission and your current squad will ear 
promotions galore. Lose anyone and your stc 
supply of reserves will be called upon to carry on 
Run out of reserves and it's game over. That's it 
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, Bonuses, such a* b<woak,i shells nr 

L grenade boxes, arfln't marked on the 
ap. They don't move from game to 
game, though, so once found, always 
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Vehicles are 
1 always showr 
as small bp«f 
The map it a 
reduced pit 
t«re of the 
overall 
game area 
so all detail 
, is go h ng to 
shrink. 







Apart from unlimited guns your 

turn can find a good supply of 
grenades and bazookas to fire. 
Ranged weapons are used for 
destroying buildings and really 
tough bad guys, although by far the 
most satisfying use of a bazooka is 
to usa it to put someone 'out of 
their misery'. You see, when you 
shoot someone, you don't always 
kill them. Heh, hph, hpti . 



Vehicles come into play in the later 
stages of the game. Jeeps, tanks, 
skiduS and helicopters all allow your 
team to caver greater distances 
faster and spread the bloodshed. 
Even better, you can use the ground- 
based vehicles to run bad guys over. 





Swimming is dangerous. Sometimes 
it's the only way to get from A to B 
but the trouble is, when in deep 
water you can't tire. The best way 
around this is to separate your team 
and use one or two men to provide 
covering fire' while the others wade 
across, 



Strategy comes to the fore when you 

start splitting teams. All the weapons 

are Split as evenly as possible when 

you divide, but if a separated mem- 
ber dies he takes whatever he WAS 

carrying with him. Fortunately, while 
you're controlling one team the com- 
puter takes care of the other, auto- 
matically fighting back if an enemy 

approaches. You can use this tp set 

up all sorts of ambushes and the like. 




Different scenarios mean different 
challenges. Jungles can throw angry 
natives, spear traps and quicksand 
at you (not literally, obviously), 
while enemy bases are protected by 
unclimbable fences and heavy 
artillery. Oh, try and find the baby 
seals white in the Arctic levels. I'll let 
you decide what to do with them 
once you're there • but let's just say 
that Greenpeace wouldn't like it. 
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Your plucky band of heroes are 
about to embark on their odyssey of 
carnage. The controls are simple 
enough, left-clicks mean fire your 
gun towards the cursor, right-clicks 
mean walk. You can set up a move- 
ment path for your men by repeat- 
edly clicking a number of 

waypoints' in quick succession. 




End a mission intact and whoever'* 
left will earn their Stripes, You also get 
a roll of honour at the and with the 
names of each man who bit the dust. 
A fallen hero also gets a gravestones 
on the reserves hill, marking his con 
tributton to your noble campaign, 



After the luccessful completion of a 
mission you'll be awarded fifteen 
reserve soldiers, freshly recruited 
and ready for action. Each time you 
lose a man in action, he's replaced by 
one of your reserves, Lose them all 
and you're In trouble (I think he 
means it's 'game over' - Simon.) 
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Interactive 
Entertainment 



Sensible Soccer 



£29,99 Out Now 



Hard Disk Mouse 
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1Mb 
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. THE VERDICT 

Brilliance. Sheer, unadulterated bril- 
liance. Cannon Fodder is quite sim- 
ply one of the best strategy/action/ 
shoot'-' em- ups to appear for ages. 
See, it doesn't even fit into a nor- 
mal category - always a good sign 
for a game, r must admit, when I 
first saw It J had thought to myself 
Hmm, it's a bit easy isn't it?' Then 
the Introductory levels ended and 
the real fun started and I haven't 
stopped playing since. Say what 
you like about the Sensi boys, but 
they can produce some damn fine 
games with some damn fine 
humour. Complete a level and all 
the men do little victory jumps or 
standing salutes (reminiscent of 
scoring a goal in SensiSoccer). Or 
take the score counter - Home and 
Away scores, home being your kills, 
away being theirs. Superb stuff. 
And let's not forget the actual 
game. To look at it you'd think it 
was just a simple running around 
shooting affair, but don't be fooled. 
Just because you're controlling car- 
toon soldiers, it's Still a brain-taxing task to 
plan out some decent strategic offensives. Something as 
simple as splitting your team up suddenly adds untold 
dimensions to the game, using one pair to distract a 
bazooka-carrying enemy while the other sneaks up 
behind him. There are a few faults... well all right, there 
aren't but I had to put that line in just to keep my status 
as objective journalist. Uh, the musk doesn't go on long 
enough. Urn, I'd have liked a couple more weapons to 
play with. Oh lets just forget It. I can't find anything 
wrong with it (some of you may complain about the 
blood but I doubt they'll be many). Cannon Fodder is 
simply brilliant Like the intro song says - War, it's never 
been so much fun. 



There's good news and bad news. The good news is 
that you lucky Al 200 owners will pfobably be get- 
ting a souped-up version of Cannon Fodder, 
although the enhancements are still being decided 
upon. The bad news is that you not- so lutky CD3 2 
owners won't be netting a souped-up version. Soz. 
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Look, it's Simon Byron making daft noises 
as he checks out Core's visually impressive 
platform game. 

o, no, no! Core have mi: 

out on a potentially brilliant 

and revolutionary forr 
computer entertainment with 
latest release. If you're going to 



not have it cock its leg every 
paces and deposit a lump of s 
digested Pedigree Churn somewher 
where you're likely to tread in it? An 
as a bonus level you could have a 
Track And Field-style waggling fren- 
zy where you have to make the 
canine lick his private parts clean 
within a time limit. It would be i 
fun, I reckon. 

Sadly, none of these brill fea 
can be found in Wonder Dog, t 
first Mega CD game to be convert 
to the Amiga. Plot-wise it's p 
ludicrous, so I'll not dwell fo 
long on it. The action centres ar, 
the heroic pup of the title as h 
attempts to journey through a num- 
ber of levels (each spilt into sm flller 
and more manageable 'zones'), bash- 
ing in General Von Ruffbone's dog 



troopers who are currently causing 
havoc throughout the known doggy 
world. Got that? Good. 

And this dog truly is a wonder. He 
can run, skid through tiny gaps, leap 
kangaroo-like into the blue yonder, 
dig holes to reveal hidden paths, and 
even chuck a deadly star or two. 






• 



out the game- These don't present 
too much of a problem and can be 
dealt with using the method of 
attack. They are very big, though 
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trusty stars which he can dispatch 
with a simple press of the fire but' 
ton. There are four strengths of 
throw, each of which affect the dis- 



There are bonuses galore to sweep 
up on his travels through weird and 
wonderful places such as Planet 
Weird, Planet Foggia and K9, to 
name but three of the seven levels. 
But how has it survived the conver- 
sion process? Let's find out. 
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luillion secret bonus rooms to be located which 
„ other things, er, bones. Which makes them bone-us 
rooms, I suppose. Anyway, if you collect 100 bones you'll be rewarded 
| with an extra life, which can't be sniffed at. UrtlMS you're a dog, of 
I course. Which you are. 
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Okay, Wonder Dog is nothing new. 

The only revolutionary thing about ^ 

It is that you can't kill the baddies ~ 

by lumping on their heads, which pubfoftec-CoreOesigr 

Devefopcr 

has to be something of an innova- m-house 

tion for a platform game these days, ^^^^~ 

£25-99 Gut Mow 

So why has it been rated so highly? _ ««_p^^_^^_ 
Weil, for starters it's supremely •*" ***** Dhk ■"•*•*■**' 
playable. The inertia may be a bit tojtotk 

enthusiastic at first but once you've - 
found your feet you'll be a-rompin' 1hrtb 

and a-stompin' all over the place. 
All the main characters are large, 
colourful and really well animated ■ 
so much so that it's a shame to get 
rid of the livelier-looking baddies - 
and the background and foreground 
graphics are bright and jolly* The 
music, too, is blummin 1 funky and 
drives the game along nicely. What's jM j j A 

also good is that the cutesy crea- 
tures really do change between 
zones, with some completely nutty 
alien-types putting in an appearanc 
towards the end of the game. The . 

star-throwing system works surpris- 
ingly well. Because you can onl 
chuck one or two around at any tin 
you have to take things fairly slowly, 
making the game a damn sight more tax- 
ing to play than many other platform ers - j 
can't race through Wonder Dog if you hope to do well. 
There are a few annoying points, however. Some of the 
levels feature too many 'blind' jumps, which are always 
a problem - some form of 'peek down' facility like in 

»bal Gladiators would have helped 

•e - and a number of the plat 

i.iS leading up to the bonuses are a 

too small which, when coupled with 

the inertia, can make for a frustrating 

time. Wonder Dog certainly won't make 

your eyes pop out or your brain explode 

but it's well-programmed and fun to play, 

hich Is more than all right in my book. 



No A 12 00 or CD32 wanton planned. Which uyi 
something whan you consider that this is a 
■war- identical version of B M*ga CO game ■ on 
■ n standard Amiga! Tsch. those consoles - don't 
thay nuke you mad? 
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Welt it's taken some time, but at long last the game CD12 o 
have tjeen crying out for has finally arrived. And according 
Simon Byron, AA in d scape have come up with a winner. 



So many things to chat about, 
so little space. Liberation is so 
huge we could devote an 
entire issue to it and still only scratch 
its surface, Let's just cut the usual 
guff and dive straight into its plot 
and stuff like that. 

The game is, if you haven't 
guessed from its sub-title, the sequel 
to Tony Crowther's Captive. Trill, the 
original captive, has finally been 
freed from his wrongful conviction 
and is adjusting to life on the out- 
side when he comes across some dis- 
turbing news on the telly. It appears 
that there are thousands more inno- 
cent people who have been framed 
for murders they didn't commit - the 
perpetrators of the crimes being 
security d raids who have a tenden- 
cy to malfunction during the many 
magnetic storms that pepper the 
27th Century. 

Being a man of conscience, Trill 
sends his four 
trusty droids 
into the hos- 
tile environ- 
ment of the 
real world in 
an attempt 



to uncover the corruption within the 
Security Forces. And this is where 
you come in. By directing the quar- 
tet from your base, you must inter- 
rogate the populace and gain 
enough evidence to prove to the 
Emperor that his police force are 
guilty of terrible misdemeanours. 
Then, and only then, will society be 
one step closer to becoming a safer 
and corruption-free place. 

What's so interesting about Lib- 
eration is that it originally started off 
as a floppy-based game. After the 
announcement of the CD32, Tony 
LazzerFni, the game's producer, 
decided that this would be an ideal 
opportunity to utilise the capabili- 
ties of the world's first 3 2- bit games 
machine. So unlike something like 
Microcosm, where flashy animations 
and CD-quality music spice up what 
would otherwise be a very simplistic 
shoot- 'em- up. Liberation manages to 
bond together both gameplay and 
technical impressiveness. Which is a 
good thing in my book. 

Liberation features 4000 com- 
pletely separate missions, although 
the end-game sequence is shown 
after every captive's successful 



Up until now, Psygnosis held the award for the best intra* but 
Liberation leaps straight into the number one spot with this, excellent 
atmosphere -buil ding animation, It's not full motion video or anything 
like that (and to he honest it's not what you'd expect a CD-based intro 
to look like), but it's long (about six or seven minutes in total) and, 

much more importantly, really makes you eager to play the game. The 

use of music and speech to enhance the game's film-like appearance 
is absolutely brilliant. Buy the game and you'll >n, 



release. The missions themselves 
vary slightly from game to game - in 
level one, for example, you'll always 
be attempting to rescue the same 
person but the computer-controlled 
characters will move around freely 
and even their 'moods' will change, 
meaning that some will be far more 
helpful than others. 



What you get here, then, is a fully- 
functioning city, with random event) 
happening ail the time - there are so 
many variables even the program- 
mers can't tell you how to complete 
it. You're given total freedom tc 
wander where you like, making this 
the first game to accurately simulate 
life in the future. But is it any fgn? 




Accesi -to some qt the more important rooms is prevented by locked 
doors. Key cards can be found dotted all over the place but you need 
one with the same number as the lock before the door will be 

operational. However, this isn't as bad as it sounds because you'll often 

discover the corresponding key cards relatively nearby. 




There are about 50 different weapons you can collect along the way. 
What's good about these it that they are used far different things - 
some get past metal detectors, others tan be concealed in your hand. 
Just to make things Interesting, most weapons alio hold different sort* 
of ammo SO you can improve a weapon's destructiueness by buying or 
finding better ammo. Vou can also buy ■kill chips which improve your 
aiming. *%1 
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Chatting to the inhabitants of the futuristic city is the best means of 
obtaining vital information. There are roughly 150 different people 

'types' in the game. Each has his or her own 'mood' which will change 

randomly or can be affected by your own actions. Most conversations 
are actually spoken - there's over six hours of digitised speech on the 
CD - although the details which are randomly generated or change 
from level to level (like th« Captive's name or the time of day) appear 
only as text messages in the box to the left. 
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All hostile characters (i.e. the police and anyone you upset 
enough) are always trying to track you down. They Start off in 
random locations and attempt to find you but they still have to 
walk around the streets like everyone else. Several things alert 
the police more quickly - firing weapons indoors, killing another 
copper, using powerpoints (they monitor these! J r getting a com- 
puter password wrong and then hacking into the system (they 
monitor computers, too!), breaking into a bank,., and so on. 



Each droid has a certain amount of 
space in his inventory. Every in- 
game object has a specific sine and 
shape so you have to constantly 
rearrange your storage facility to 
get the best use out of it. The four 
slot* at the very top of the screen 
indicate what particular facility 
you have attached to each d raid's 
head (things like scanners, map- 
pers, that kind of thing) and you 
can swap these around as you see 
fit- You can also save the game 
from here, either to the RAM disk 
or to the CD32's own memory slot. 




The graphics have changed 
since the Work in Progress 
we did earlier on in the 
year, with the most obvious 
difference being the use of 
texture mapping. As you 
trundle around the city, the 
view in tire main window 
changes to reflect your 
actions. It's not amazingly 
smooth - each step is 
shown using two 'frames' - 
but it's relatively fast and 
certainly mare than 
adequate. 







Your four droids have individual 
health statistics. Obviously, the 
two at the front of your little 
group are likely to sustain more 
damage during combat (although 
you can repair them if you find 
someone to do It for you) and the 
game is over when all four have 
been reduced to a pile of scrap 
metal, If this happens then you'll 
be treated to this little game over 
sequence depicting the security 
corporation locating your base 
and blasting you with their spe- 
cial freeze gun, encasing you in 
ice for the rest of eternity. 
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The middle leve* consists of a network of roads which you can wander 
around to your heart's content. You have to be watch out for the 
numerous cars, though. They won't hesitate in running you over, fend- 
ing you plummeting off the raised platform, down towards the seedier 
lower level. If this wasn't bad enough, you'll also lose a few health 
points in the process. The only warning they do give is a harsh 'beep' if 
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Although you're not given t 

locations (you can only move 

ble to raise your viewpoint slightly by moving the cursor slightly above 

the centre of the screen and pressing the mouse button. From here you 

can look to the either side or even at the ceiling and although I've yet to 

came across a situation necessitating the use of this feature, it's all very 

attractive nonetheless. 





Liberation is most definitely an adult-orientated game. It contains what 
may be considered as strong language (it doesn't feature the f word • 
whatever that is ■ but you do come across the word for which the maga- 
zine equivalent would be 'ass', as well as the abbreviation for 'Richard' 
coupled with head J. Most characters will only abuse you like that if 
you've messed them around or offended them in any way, although 
some people are just born rude. 



These navigational computers can be found all over the city and will 
direct you to any location nearby once you've let them know which 
place you're after. The only drawback here is that it's often hard to fol- 
low their instructions, especially if you take just one wrong turning, so 
it's best to take your time when making your way to your preferred des- 
; ti nation. Slowly, slowly, catchy monkey, etc. 
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bv far the best 



If you can find a cab then it's best to hop in - tht 
way of travelling from place to place. Just make sure some helpful per- 
son has programmed your mapper otherwise the unmanned taxi won't 
be able to whisk you to your destination. There's no messing around 
hare - just lit back and enjoy the ride. 
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You can alter Bach droid's set-up by equipping them with a varie. 
objects. You can remove individual limbs., replace their weapons with 
newly-acquired ones and even take off their heads and send them to 
sleep ■ useful for when you need to enter a pub that has strict opening 
hours {the game is played in real-time: an hour of game-time will take 
an hour to play), 




One excellent feature of the game it the way it 
stores all information in a handy database 
thinqy It's possible to cycle through wary 
individual message you're given by clicking on 

the two arrows to the right of the text box 

(much like the way you scroll through directo- 
ries in Workbench). Your mission objective can 
be recalled at any time so if you get ■ bit con- 
fused you can always recap With relative ease 
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Frontier look like a PD text adven- 




REVIEW 



CD32 



Thank God - a game that finally does 

the CD32 justice. The simple fact of 

the matter is that Liberation is quite 

possibly the best game I've ever Puhfuher . Mind scape 

played - it's so good it makes avte Ennmews 



ture. Right from the rousing intro 
you'll be completely hooked and, for 
once, the actual gameplay exceeds 
even the front-end. Unlike most CD 
games which are all animations and 
no trousers. Liberation is a finely 
tuned beast with the capabilities of 
the CD32 complimenting the game 
rather than hindering it by sticking 
animations in preference to actual 
gameplay. Perhaps the best thing 
about the game is that there's no 
right or wrong way to solve each 
level. Once you've managed to suss 
out how the control method works 
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£34.93 Out Now 
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(which in all honesty isn't the most 
user-friendly system I've ever seen - 
prepare to spend at least an hour * 
familiarising yourself with it) it's **~" 

completely up to you how you forge 
your destiny, and it's this freedom 
which makes the game so damn 
absorbing. Although the total of 4000 
missions sounds like a daunting task, the 
way each is split into manageable chunks makes your 
overall goal slightly more obtainable, although It's 
unlikely that you'll ever reach the very end of the game - 
not because Liberation is In any way boring, but because 
it will take more than the average lifetime to play 
through, I'm finding it very difficult to fault trie game, 
The conversations are occasionally grammatically inacu- 
rate, which is intentional, 1 know (29th Century street- 
slang, or something], and can initially be a bit 
off-putting, but this is just a minor thing and nothing too 
much to stomach (a moan for the sake of it, really). This 
is CD entertainment as it should be and if any game is 
worth buying the CD32 for, Liberation is it. 



The good-ish news Is that there will bo an 
A1200 version, albeit with much less sampled 

speech and ordinary computer generated 

music as opposed to a full CD-quality sound- 
track. Thar* may be an ASOO/64-0 version but 

you'd need to nave at least 1 .5Mb to run it and the detail level 

would have to be drastically reduced. 
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REVIEW 



UPDATES—UPDATES 



Once again it's been a fairly active month 
on the Update side of things, with more 
products becoming available for the A1200 
and CD32. Just for tradition's sake. Matt 
Broughton reports live from New York. 




game runs exactly the same as the 
A1 200 version did. 

I'm not a huge Zoo) fan but I can 
see that as far as Amiga platform 
games go, this is one of the best. But 
Just don't expect a huge difference 
between the A1 200 offering. 

OVERALL: 82% 





ZOOL CD32 

Gremlin £25.99 

You've got to be joking - do you real- 
ly think I need to spend any time 
telling people who Zool is and what 
he does? Oh, Oka/. 

Zool first appeared in October '92 
against a backdrop of Sonic/Mario- 
inspired marketing, meaning that 
not only were you able to buy the 
game r but you could also wear the 
pyjamas, own the cuddly toy, and 
eat the sausages. Probably, 

In console-rivalling fashion, Zool 
runs, spins and grins {that last bit's 
a lie) his way across a number of 
themed worlds, taking on musical 
instruments, sweets and toys to 
name but a few, with platforms a- 




Hi, I'm back and yes, I have just 
been playing ZooJ CD32. As you 
might expect, the music is now per- 
formed in super CD style, but you'll 
also need to prepare yourself to be 
amazed by high quality rendered 3D 
graphics as Zool springs to life inside 
your machine. 

An entire extra world has also 
been added - Desert Island world - 
complete with nasty cactus etc, but 
other than that the main bulk of the 



SLEEPWALKER 

Ocean £29.99 

We originally looked at this back in 
February and then Updated it again 
in March, so what do I have to tell 
you here? Well, not a lot, really. CD 
sound has entered the arena, but 
other than that, you're not gonna 
get a lot for your money. 

In case you don't remember the 
game, here's a quick recap: a young 
lad named Lee has risen in the night 
and wandered off for a sleepwalk 
around a number of different dan- 
ger zones. As his faithful dog, Ralph, 
you must guide Lee through each of 
the levels by kicking him up onto 
higher a,nd safer walkways, offering 
yourself as a bridge between gaps, 
as well as loads of other sacrificial 
acts of selflessness. 

Each of the zones has set terrors 
to overcome - the city has sewers 



and club bouncers, the zoo has to 
of animals, the graveyard h 
ghosts, that kind of thing - and 
level is completely huge. 

I actually find this game inerea 
bly annoying because it's so unfor 
giving, and in general the mistaks 
you make are through the characnr 
control rather than any strategic 'i 
ure on your part. 

As far as being a CD game goes 
don't really think that this can pr» 
tend to be one - the graphics a-.: 
gameplay are identical to the A120I 




version and in honesty the om. 
thing that reminds you that you r* 
playing on a CD32 is the music anc 
the stunning demo of Inferno at the 
beginning of the disk! 

The game has aged quite badly ir 
the space of eight months, and 
think we were a bit too kind to it ir 
the first place. Sorry, but it's time te 
wake up and open your eyes. 

OVERALL: 77% 
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plenty and power-ups and collectible 
lovelies covering just about every vis- 
ible surface, 

The A12Q0-specific version sport- 
ed an impressive background that 
swamped the senses with billions 
and billions of colours and smooth, 
rich tobacco }. So anyway, I hear you 
ask, what does this super-enhanced 
version do to utilise the power of the 
CDi2 ? Well actually I don't know 
cause I can't get hold of a 
machine, but I'll let you know. 
| Cheers. Bye. 



I imagine that we'll get used to 
seeing the same game three times 
in The One, as games are updated 
first to A1200 and then onto the 
CD32, but this is a bit of a turn 
around. We looked at Pin ball Fan- 
tasies on the CD32 back in 
September and here it is in all its 
shining VGA-ness for the A1200 

As you're probably aware, Pf 
offers the player a choice of four 
tables, each with a different theme, 
and each with a different layout. 



Features are activated by complet- 
ing words around the table, opening 
gates to previously inaccessible 
ramps and areas. Score as much as 
you can, and er... that's about as 
descriptive as you can get about 
pintail! 

I'm particularly fond of this 
game as it's the one I wrote a sam- 
ple review of to get my job here, 
and as tempting as it was to just 
copy that out. I resisted! The new 
graphics don't add a hell of a lot in 
honesty, and the ball moves just as 
super- realistically as it has done on 
all the other version. If anything, I 
actually prefer it without the extra 
colours as it's a little bit kinder to 
the eye, but I know that A1 200 
owners love anything that shows 
off their kit a bit to its full! 




This is till the supreme Amiga pin- 
ball game as far as The One's con- 
cerned - you only have to see how 
long we spend playing on the CD32 
version at lunch times for conforma- 
tion of this, but probably only worth 
spending extra cash on if you don't 
already own it as the extra colours 
aren't really worth any extra cash, 





ed Tkinsiti, a mad scientist, 
has invented a new formula 
in an attempt to eliminate all 
the FAT people on earth. In 
his efforts to oothinize 
mankind, he has kidnapped 
[HkSOOfifilft. the gorgeous wife 
of FATMAN World famous 
cartoon Super hero. You must 
go out and ... 



Jurp your wOJVSH W^iS of the largest 
levels ever seen, set in 7 separate world 
patked with CALOmS! 

„Msa your WORLD FAMOUS BELLY BUTT 
to eft miner re ghosts in the Egyptian tombs, 
and Pirates trying fo steal your recta J 



DISTRIBUTED EXCLUSIVELY IT 

kmnpart (UK) Limited 

Tel; (0727J 868005 
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Fn/ov a food fight with hvgh Octopuses, 
onsters and Dragons.! 



...Throw your weight about as you smash and 
stomp around Cosffes and Parks! 

...He(p FAfWAN, king of food, eliminate Fotf 
rhr'niin in the final confrontation - 
THE PIZZA FACTORY 




BUCK LIOEND SOFTWARE 
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Peler Banning is a respectable hard-work iitq married nan with 2 

children, but he h a man with a iang-lorgollen. past which has tome 

hack la haunl him . he was Peler pan! 

Peler returns home from work lo lirtd his children have been kidnapper. 

by his liendish lilelong enemy, CAPTAIN HOOK. 

He musl now travel lo Never Never land to rescue then and recaplwe 

his lost youth, aided by Wendy, Tinkerbell and all his aid friend*. 
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Beyond Ik lop Cull Ataderrty resides in elik echelon of pilots thai 
are truly Ihe best and Ike brightest, The Blue Angels. 
An acrobalit squadron of U.S. Naval aviators flying F;A 18s, 
Piercing ihe clouds on a wing and a prayer, performing precision 


manoeuvres thai rfely the laws oi physics, fo da nc-& with danger. 
You'll perform. Ihe actual air show menacuvres that have made tlie 
Hue Angels legends ol Ihe sky 


^ 


i.90 ATARI SI. AMIGA 



WE 



3^* 







; <T 



.L- 1 





It's the Greatest 
Race Course in the World . 
That's why half a million spectators are here. 
That's why the world's besl drivers are here. 
Thai's why you're here. 

Ihe erperience ■ Al 220+ miles per hour, your 
car is more aircrall than automobile. Keep all 
your rubber on Ihe track tor a 25 mile sprint or 
the lull 500. Precise control and flawless 
concentration ire required. One wrong move 
m cos. yo. the race. 

Cnir. f EJitfmi *rti Ud Ub|MbHn«. 

fiinnnm-Mi. 



only High) 
simulaiirjn to provide ISO corrpl ei 
missions over four intense bailie scenarios 
F-2? Retaliate* presenls Ihe fastest and most 
debited graphic environment eier seen in a 
Nigh! simulation. With multiple infernal and 
external viewpoints, multi-player nunms option 
and a wide range ol difficulty lewis, F-Z9 
Retilialor will suit both Ihe beginner jnd Ihe 
erperf pilot. You hare Ihe choice of Iwo of Ihe 
world's rnosi advanced airaafl ■ ie f-22 ATF 
andF-29. 
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^^-— ready for some 

tinier-searing aclisn as BUI and 
SOB blast Iheirway onto your computer screen. 
Use four kinds si elements ■ Fire, Wafer, 
lightning and Slar - to overcome ware upon 
ware of nasties bent on ending your quest 
lo rid the universe of the evil 
mastermind Chaostikhan! 
Whether rou play alone or with a If fend - 
stay alertf Your only hope ol reaching the final 
showdown is lo unlock Ihe secrel ol 
PARASOL STARS! 
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A DAY AT ALTON TOWERS! 

PLUS! 5 copies of Globdule for the runners-up! 

All courtesy of Psygnosis 



• 



□u wouldn't think that a 
squelchy blob of pink 
mucus would make an 
interesting platform hero, but 
the fact of the matter is that 
Psygnosis's rather smart new 
game has kept us here at The 
One occupied for well over thirty 
seconds, which is quite a task 
considering the amount of great 
games we get to play. For free. 

Yes, working on a magazine is 
a lot easier than it looks. Simons 
spent the past day with his feet 
on his desk, barking out orders to 
anyone foolish enough to pass by 
our little corner, regardless of 
whether he knows them or not. 
Matt's been in the pub all after- 
noon, checking out the jukebox 
for inspirational sounds (did you 
know he's in a rock 'band'?} and 
has just this minute stumbled 
into the office declaring that he, 
"really loves you, mate," to any 
male before challenging them to 
a spot of wrestling. Life is, as they 
say, a breeze, 

When we're not simply being 
great we often spend time play 
ing Globdule. Which is also great, 
Have \ already mentioned that? 
Oh, sorry. 

I'll tell you something else 
which is really great; Alton Tow- 
ers, We like Alton Towers - espe- 
cially the lickle ickie puppets that 
have conversations with you as 
you traverse the acres and acres 



of wonderful gardens. And we 
love ail the rides - the Slack Hole 
2 is particularly, er, great. You 
really should go there, you know. 
But do you know the greatest 
thing of them all? Psygnosis, 
that's what Unbelievable as it is, 
they're even greater than us and 
Globdule put together. Which is 
unbelievable, really. And great. 
Oh God, I'm cracking up. Muuu- 
ummmmmmmmm! 

QUICK, GET THIS 
MAN TO A 
HOSPITAL 

Hello. I'm the voice you hear 
inside your head whenever you 
read anything. You aren't actu- 








ally reading this bit at all - I've 
tapped into your brain and I'm 
transmitting this message tele- 
pathically. Scary isn't it? Cm here 
because the above joke has run 
out of steam and the author of 
this work can't get himself out of 
it. Pathetic, isn't it? 

But let's talk about the reason 
you're here. Psygnosis are offer- 
ing one lucky reader the chance 
of a lifetime ■ win this competi- 
tion and they'll provide you with 
a family ticket to Alton Towers, 
the UK's premier entertainment 
park. You'll be able to go any 
time during 1994 (as long as the 
place is open, that is), and it will 
be great, I expect. 

Five oh-so-lucky runners up 
will each receive a copy of Glob- 
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dule for their troubles, and you 
can't grumble at that. 

So what do you have to do? 
Just answer the questions below, 
slap the answers on a postcard 
and mail It to: Great Compo, THE 
ONE, 30-32 Farringdon Lane, 
London EC1 R 3AU, to arrive here 
by no later than 28th February 
1994, Okay? 

THE QUESTIONS 



"Great Scott!" during the 
Sack to the Future trilogy? 



(a) Christopher Lloyd 
<b> Michael J Fox 
(c ) That attractive girl from 
out of Bay watch 



a well- 
known historical figure, 
Alexandra the... ? 



(a) Alexander 
fb) Great 
(c) Psygnosis 



Impressive 82% this issue, 
fact fans) is,..? 



(a) Pink 

(b) Great 

lc) Both of the above 
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200 ft, €00 kts, You lead a formation of six Tornados deep into enemy 

territory, Terrain following system on. Mission planned to the last detail, 

Split second timing for a synchronised attack with pin-point accuracy. 

Discover what real Tornado pilots mean by a 

"target rich environment". Go it alone or take 

the squadron - the choice is yours, Tornado. 

Unbeatable. 



1 From simulator training to multi-mission campaigns 

< Unsurpassed real world detail 

' U&er-guiddi bombs, JP233, Alarm, 
Udmurt! 

- Unequalled authenticity 
■ Night flying & low visibility 
• 2 player htid L& head 

PC Screen Shots 
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Pilots cockpit 
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Navigators cockpit 







Stunning detail 
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CD ROM -£49.99 



IBM PC - £44.99 



Amiga - £14.99 
Atari ST7STE - £34,99 
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Sophisticated mission planning 



Awsome miss ions 



Digital integration Limited h Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GUIS 3 AJ. Tel: (02 76) 6S4959 
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ore Design Blimey! The Derby-based 
publishers have made an impressive 
budget debut with quite literally three 
re-releases for your delight. Join Simon 
Byron and Matt Broughton as they 

guide you through those and the rest of the month's 

golden oldies. 

INDIANAPOLIS 500 

Hit Squad Platinum Edition 

99 

Blimey, is it really two years since Indianapolis 500 was released? It only seems like yes- 
terday - probably because the game still seems every bit as fresh. Converted from the 
even older PC original, indy 500 is a breath-taking racer which offers you the chance to 
whizz around the world famous Indianapolis track at great speeds in an attempt to be 
first past the winning post. 

Every aspect of car racing has been incorporated - from altering your car's tyres, anti- 
roll bars and shock absorbers to the actual tuning of the engine - and these combine to 
create a polygon-based racer only second past the post to Geoff Crammond's Grand 
Prix Simulator, 

If there's one gripe which can be levelled at Indy, though, it's that the car is a little too 
over-responsive for my liking. Granted, an option has been included to reduce oversteering 
but, even so, turning some of the tighter corners often results in an unavoidable crash - 
which brings us rather nicely to the Indy Race Cam option f You see, the main reason Indy 
was so popular first time round is that it has an absolutely brilliant multi-view system 
which allows you to watch those spectacular crashes over and over again I Yes, it's sick, 
but there's no doubting that watching your car flip over and fall to pieces from directly 
behind, from above, and from the leader's point of view is extremely satisfying. 

Obviously, Grand Prix Simulator is now the benchmark by which all racers are judged 
and, when compared, Indy 500 does look a little dated. But even so, this a perfect 
complement to the Crammond game and well worth &mimmmmm^0£± 

a shufti at its new, low price. [SB] 
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CYBERCON 3 

Kixx XL 

£12.99 

You know that a game hasn't got a lot going for it 
when the company releasing it boasts that it uses 
round edges in its polygon environment! 'Golly', 
think the masses, 'I bet that improves the gameplay 
tenfold/ Then again... 

Yep, having sold in excess of a dozen copies first 
time round, the Kixx XL machine finally gets round to 
regurgitating The Assembly Line's VR- inspired 3Der. 
Actually, I'm being a little unfair here because, even 
though it didn't exactly sell in droves, Cybercon was 
one of the better polygon-based games available at 
the time - and certainly more fuh than the tedious 
Freescape series. 

The plot tells of a defence computer which has 
become self aware and is holding the world to ran- 
som. Clad in a special armoured suit, the player has 
been left to enter the building where the computer 
is housed and destroy it before it causes too much 
grief. What follows is a slow, but fairly engrossing 
arcade/adventure as you pick up and use a series of 
objects to solve a series of puzzles. In addition, the 
computer has set up a massive defence network of 
gun turrets and these, too, need to be taken out. 

If Cybercon 3 has a fault it lies in its lack of origi- 
nality. Two years after its release things haven't real- 
ly progressed in terms of 3D interaction, but the num- 
ber available means this could he overlooked again. 
It's polished and, whilst it won't set your pulse rac- 
ing, quite playable, too - and it's got round edges 
within its polygon-based landscape? (MS) 




OVERALL 



%) 



^A 



H3?Q£X5©B 



CHUCK ROCK 



Corkers 

£9.99 

Unga-bunga! After eighteen months on the full-price cir- 
cuit. Chuck Rock and his infamous belly bump are back bat- 
tling the evil Gary Gritter in this welcome re-release. As 
Chuck sits at home in his Flintstone-style pad, his devoted 
wife. Orphelia, is out in the garden putting out the washing. 
Littie does she know, however, that Chuck's arch enemy, 
the aforementioned Gritter, is lurking in the hushes ready to 
kidnap her, Thus, as a rather smart cartoon intro concludes. 
Chuck is left tg traverse the games many platform-laden 
worlds in search of his true love. 

Standing between our hero and a final confrontation with 
Gritter are a series of treacherous stages - including the 
almost obligatory ice worlds and mud mine scenes - each 
containing more prehistoric problems than Sam Neil! and his 
band of sickly kids encountered in Jurassic Park. Pterodactyls 
swoop from above. Trice ratops stampede towards our hero, 
and numerous snakes and primitives also attempt to sap 
his already-limited energy. Thankfully. Chutk is far from 
unarmed, In addition to his splendid jumping abilities. Chuck 
can also defend himself with a well-timed swing of his beer 
gut - although this can often prove a little hit or miss. 

Although it can be frustrating at times, Chuck Rock is a 
tasty platformer. It features loads of visual gags within its 
many platform stages and in terms of graphical) appearance 
its still up there with the best Well worth a rerun. [SB] 








THE ADVENTURES OF ROBIN HOOD 

Kixx XL 

99 

Millenium 5 The Adventures Of Robin Hood was odd in that, although it was released at th# 
same time as the Kevin Costner Prinze Of Thieves film, it wasn't actually endorsed in any way 
- an exercise in cashing in, maybe? Still, euen though Robin was at the peak of his popularity 
at the time, even that couldn't save this rather dull arcade/adventure from obscurity, Played 
across an isometric Populous-style world, The Adventures Of Robin Hood invites the player to 
step into the green tights of Sherwood Forest's greatest hero as he scours the lands robbing 
the rich, giving to the poor, recruiting merry men, and giving that rotten Sheriff Of 
Nottingham what for before he eats his Weetabix. 

Although Millenium took an admirable stance in creating an original game around the Robir 
Hood character as opposed to lumping him in a platform scenario, the main reason the gamt 
fails is that it is just so dull. Sherwood Forest is set across a sprawling play area and the assort 
ed missions thrown at Robin during the game necessitate a lot of dull wandering around befon 
anything gets done - and I'm sure I recall his heroic deeds were a little more exciting than « 
brisk stroll) 

Thankfully, it gets a little better once the merry men have been rounded up and the attack 
on the Sheriff's castle begins, but I doubt many people will have the perseverance needed. l» 
fact, rather than emulate the excitement of the Prince Of Thieves film, Millenium have some- 
how created a game as enthralling as the Patrick Berg in Robin 
Hood film. And that's best forgotten, too. [MB] 
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Tel: 071 381 W98 or 0716101703 
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PC AMD SEGA GAMES ALSO SUPPLIED - PLEASE PHONE 
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Date 

Name .... 

Address. 



:::::: 



Tel 



■:z:::::::x.::: 



Postcode . 



9uslrwsa hours 

10am - 5pm Monday to Saturday 

After hours + Sunday Ansa phone order hoi line 

on: 071-381 8998 



Expiry date: ji«bM 

PlMlSH rm-:e chncuHS S PO OByatle Id RUBVSOFr-(UK) LTD> 
C-i.'d f Card orders udshed only Mi despatch 
(P^FJse n^tFj tip. rlc rtot "nAKe pr v cfiirge <P' credi; cai 
vTcwsi FI«iiSH hq:J £1 p*[:. per item lor ill UK orders. E 
^Ktries eod «.?5 o«f Awn, all oVki oowflttet add £4,75 
Bi All iiems are -siJijrcl to availabi ly.. All BFPO cdBfs 
£1 .:0 ;jh- is-. A prir:se Sufc.Mt 10 r.hamge Or n»r;jtar:l ji 
pnc& reviews wiiIiujI notice. CfiOE. lipase note mail urdur 
nnmpanieR msj -,v.h up 10 £ti riaiya to rlgjwer good-- from 
rtx.4!-ip: ji onJt'it.ihuwuver goods normaii,' despa^uln.d wii'im 

2 days' 
Please allgw for nh^ue ^Mmnr.iH ifTfljftTHC 1 RFC 93: 
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TORVAK THE WARRIOR 

Corkers 

£9.99 

Resembling the ancient Taito ftastan Saga coin-op, Core's 
musclebound Conan is sadly a little slow in the gameplay 
stakes, As Torvak, a beefy Conan lookalike armed with a 
huge double-headed axe, you are invited to explore a 
series of scrolling stages in search of the evil wizard who 
has killed your family and friends. However, as is the wont 
of iuch evil-doers, the wizard has covered his tracks by 
leaving all manner of mutated creatures and these must 
be defeated before you can exact your revenge, 

Torvak certainly looks 
very nice - if a little sparse 
in terms of backdrops - 
and there's a nice variety 
in its levels. Starting in a 
deserted cityscape, your 
journey takes you 
through a series of cata- 
combs and dungeons as 
you head towards the 
wizard. As you cross the horizontally-scrolling stages, the 
said mutants appear in an attempt to sap Torvak's energy - 
which, rather obviously, is where the axe comes in. 
Sounds quite exciting doesn't it? Weeoeell, it would be if you 
were ever attacked by more than one or two creatures at a 
time. As Torvak wanders across the screen, the enemy sprites 
plod on one at a time and are easily taken out with either a 
quick swing or by using your magical 'Beam Axe', activated 
by holding down the fire button, sending your axe spinning 
across the screen, destroying all in its path. 

Torvak is so close to being a really smart Rastan clone it's 
unbelievable. All it needed was a little bit more speed and 
a few more nasties and it would have cracked it, 

As it stands, it's just aver- ^___bbhm{k 
age budget fare, (SB) 





F-29 RETALIATOR 

Hit Squad Platinum Edition 



NOT At 200 

COMPATIBLE 



Oh yeah, ftetaliator - that was the game that was previewed about four decades before it 
saw the light of day. Still, technical hitches and lengthy waits aside, did j s first Ocean iO+ 
makes its, budget debut and whilst still looking as good as ever, hasn't quite stood the tec 
of time in terms of gameplay. 

Although the game features a whopping 10Q missions and contains more than enough 
viewpoints to keep even the mast ardent would-be Biggies agog, F-29 is a little, well, *r»* 
low, As a flight sim it's adequate in that there's plenty of flapi to wiggle and weapons t* 
select, and these get you in the mood for a good battle or two. But across the gamt'i 1M 
missions there's very little variety, and most flights simply require a set number of plan** 
to be taken out before doing it all over again. Yes, they do get a little more intricate later w 
the game, but fewer, more complex missions would have been preferable. 

If there's one area F-29 does succeed, it's in the graphical department. DID's typical . 
detailed polygons and brilliant bitmapped intermission screens still impress today and th» 
update as you dogfight with the oncoming enemy is still impressive when compared to som* 
of the newer sim*. However, all this is just a lot of icing on a rather tasteless cake and, * 
the end, it seems that Retaliate* is a victim of its iack of sub- ^^^^^^^^^^ 
stance. As such, F29 comes across as rather stale. [MB) 




MEGADRIVE 2 
DEALS 

ALL GENUINE UK VERSIONS 




VEGADflltfE i WITH SONIC 2 

• TWO SEGA JOY PADS 
SAVEC17 112.99 

vttiAUm Vfc 2 AS ABOVE 

ZOMPLETEWITH 

SONY 14"FSTKVM 1*30 

COLOUB TVrtJONITOR 

AND SCART LEAD. 

SAVE £43 ON HRP 295.99 

MEGA CD 2 WITH ROAD 

-'.'EN GER iPEOUIHES MEGADHIVL I 

aan 5avfe2ci 229.99 

UEOA0AIVE 2 AS ABOVE PLUS 
MEGA CD 2 AS ABOVE. 

SAVEE4S 335.99 

MEGADRIVE 1 AS ABOVE PLCS 
MEGA CD 2 AS ABOVE 

IGMPLtTE WITH SONY 14- FST 

<VtH«0 COLOUfl TWMOHITOR AND) 

5CAPTIEAP, 

SAVE EM ON RRP S18.9» 

MEGADRIVE GAMES 
20%-5O% OFF RRP 

RBP OUR 

PRICE 
ACCLAIM WO P. LD 
CUP50GMH- ».W ..W.BB 

• LADOIN > 4B.H ..19.35 

AllEh 1 3».M . . .30.11 

m.*ch min.i ... jj « ..»n 

ASTEHIX-- 49.83 .39.33 

BILL WALSH COLLEGE ^UE| FOOTBALL 
iiFOLIfl PLACER OAUE'. ..44M . ..iSM 

•OMNIA, e*OTHEN$ !*.».. .n.l( 

•USST I0*CAT 34 M ..34,11 

- JC it 10CK! SOU Of CHUCK** 1KHIBB 

I lIFFHANHEH * 44.H. ..M.3B 

COQi 9J»D)T 44.M . ..Ji.ia 

»flp«i*neN »M...»i( 

DAM1ECUF TENNIS. 14 98 .53.38 

DESERT ETHIKE 39,33 ..30.1B 

:aUBL£ CLUTCH 34.M ..1I.1S 

MACULA 44 98 .14.M 

DRAGON'S FURY 35.98 ..M.4B 

El SPORTS EDCCEH 
{ 4 FOUfi FLA VER CJU4ES ■ 44.H . ..M.1B 
tCCOiOOlP''^. »»... 3*l« 

cutnauiPvaTtALL ....3449 30 •« 

"I58.TRBUE EAfiLl? 44 M .33 IB 

'ANTAEmC OOn • M.M...3P.4B 

• ATAL FURY -44.H . ..3S.BB 

"ATALLA1WNNTH , ,.- 19-M ..".« 

'LA5HBACK ..44.M ..Ifl.Pfl 

FUNTBTONES ».H . ..31 .IB 

•OOTBALL * 44.H . ..34.41 

«l3«¥ULA<lHE»ACINa. .. ..43.M ..3S.M 

3AUNTUT4- 44 41 .MlB 

LEKEHAL CHAOS 

EAFOUH PAYER GAMEI ..44. W. . .31.41 

0HOUL5N GHOSTS 44.43 . ..3H.1B 

QOVDfN AXE 19.93. ..IT.tB 

, JHSTAfi HEROES 44. M . ..35. OS 

HMMALL3 14.4B.. .34.18 

-OHE AlONE !• 44.39 .36. IB 

NOO* M.98...M.9B 

WCUHA JONES :> 34.4b in 98 

.AWES FOND 3 U.95 .35.33 

-DE MONTANA S |SPDHTSTALK> 

U.S. FOOTBALL J 34.93 . ..3 1.33 

. 3HN MADDEN AND 

f » ICE MOCKEf 3f.lt . ..Jl.tB 

JUMLICTnlKI 44.43.. .33.43 

JUtWSSIC PAHK 44.43. .34.38 

.ANDETALKER • M.9S. ..47.99 

-AST ACTION HEAD ' 44.93 . ..34.33 

.EUMIMOS 33.34. .23.01 

.ETHALlNFOflClfiS 

. "'■ .l&H- 3UNM UJMkl I4M 

-HX ATTACK CHOPFER 39.93. .34.13 

VEDA GAMES 1 

ASRLDCUPITAllA-*.. 
COlUMNi,80t>CnHANO«NtJM* M.3S 
H>SA-LO-MANlA 44.48 .34.38 

WCKEY AMD DOHW.D 33.93 . .,34,13 

MCRO WACHINE5 34. 93.. .39. 19 

UQ J* nQHTEN PILOT 34.43 . ..31 .43 

"0ATAL ■iOMlJAT „ „ .43.33 ..J J.*| 

■jh H0CK£ v "4* 

EAHJUR PLAYER GAMEh< 44.93 . ..34.43 
"LlCEhOCKET »J 34.93 . ..32.43 

ornrAHT ■ 44.33.. .33.19 

f«A 0CH.P i . 3448 ■ ..34.43 

•HKPANTHtn- 44.43. ,34,38 

PimahfTEH 34. 93.. .31. 49 

: SULCUS i 44.43 . ..35.39 

•VOQBY. 44.93 . ..34.33 

•IVIMSE Of ShiNOBI ■*.»*,. ..1Y11 

= :ADRASHI 34.93 .34.18 

- 3BCCDD IJAMEE. POND 2| 39.93 . .34.19 

>QBOCOPvS TERMINATOR >44.93 34.49 

:f.t I KNILlHI ill-.hMlllltf-UTtUi!! 

StNNA S4JP4LR HCftAco 34 48 3918 

5ENBJBLE SQCCEH ' 44.93 . 34.4B 

; j 'OOW OF THE BEAST 2 ..34.98 . ..34.48 

- -iC-E- i i RE TURN OF 

"ME IWJA UASTER', 44.43 . ..35.43 

(HAKE RATTLE AUP ROtL ■ 44.88 . ..34.43 

56*Mt3 .. . 34 98 ,34.13 

EDNC SPINBALL' 44.99 . .34.33 

-I SE EDBALL 1 34.93 . .. 19.43 

: S|DEflUAh. 1B-.9S... 17.49 

1-HfETFIGNTER!- 

: -AWICMHIP EDITION - , 33 98 , .47,33 

STtEETS OF FtAOE 34.99. .22.19 

5-HEET5.0FHAOE2 44.93 . ..34.48 

tTDVfJH 44.93 ...3.33 

■UHMTMDMt 38.33. .34.13 

iv*UMMtAU16i9- ..u.33. .34.19 

iJPEBWCKOFF 44.93. .33.13 

SjpEfl OFF flOAD RACER ...24.93.. .29.13 

■WORD 0* VERMILLION 40.93 . .27.13 

♦UMANiA 30,38. .34,4* 

TCHNO CLASH 44.33. ,34.33 

"ECHO GUP SOCCER 39.93. .31.43 

TEENAGE MUTANT HERD TURTLES 
'^ORNAMENT FMHTEHB- 43. 93. ..41. 33 

"{AUINATQR 30. 30. .27.4* 

TMW*01H*OACe < ■ • S0.3S. .W.4* 
-nf jam inn cahl nn pa im- 

-URBfl Outrun 19.M...H.M 

..TIUATE SOCCER 44.93 ...35.43 
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MEGA CD GAMES 
UP TO 25% OFF RRP 

■MP 

BATMAN HETUHJ4S .44.4*.. J4» 

ULACKKKjIf ASSAULT S4.44.. H*i 

CHUCK ROCK 44*|., J»4» 

CHUCK RDCK 2. BON OF CHUCK" 9})» 44 
COBfl A COMMAND |NEW| ...34.4*.. JJ44 

DHACULA JUL**.. K,*» 

DUNE- 4*.**.. M+t 

ECCO T»4E DOLPHIN- ... « 41 H 44 

FINAL FH3HT 34.4*.. 314? 

HOflK .44.4*.. S»4* 

jAGUAitlSJMg .41.4*. K 44 

LETHAL (KfORCER* 

IWTTH UQHT Q4JN)- M.4t.. « t* 

WISIC VIDEO INKS t*.4» .. JJ 94 

MUft£ vlQfQ KRIS.S KFOBS44.94 5*44 

NH3N1 TRAP 42 CMh 

RATED IS YEARS 0*1 <JYl» UK DO 

PHUNCE OF PERSIA Ill) H« 

ROAD AVENDCR 34.4* ...3S.4* 

ROfiO ALEBTE ]».« KW 

SEQA CLASSJCS 

j[".Oi OEN AXE. REVEN0E OF 9MMOBI, 

Strut* iSP Rage surea 

MONACO ELF. AND COl NHNSI -Vl 3333.19 

5EWEP SHAHS SI 95 . 4144 

filffUOCK HOLMES .44..**.. »4» 

SJHCPLUCK HOI UES i 44.**.. »44 

E4LPHEED ■ 1444 3934 

SONIC CD ■ 44.3? . »49 

SMOFRMAN VS. KlfmPIN h .. .44.43 .. Jt 44 

lIHUIMUCili . . .. 44.4* . » 43 

THUNDCRMAWK . 444* . 3*44 

TIMEOAL .._.^.^,.„...J4.4* . 3B44 

rtOLF CHILD - ».*».. JS.44 

GAME GEAR 
DEALS 

GENUINE UK VERSION 

r 




GAME GEAR WrTH 
COLUMNS GAME 

|WO UAiNS AQftPTOR) 

save no 



..69.99 



GAME GEAR WITH FOUR 

GAMES |N0 MAINS ADAPTOR! 
VOLLEV 9 SMASH. KICK £ 
BLOC K. DRIVING & COLUHNIS 
GAMES- ,87 M 

GAME GEAR GAMES 

ALIEN] _ 13 4* 

ALIFUSYNCflOME 20 44 

A»T|A» 1 - THE SECRET MISSION 24.4* 

■ ATT1.ETOAW J14* 

CJ-- ELEPHANT FUCITIrt . . .3344 
CHUCK ROCK JlSONOFCHUCR ...»44 

CDLUHHS 14.44 

COOL SPOT 14.4* 

crystal wahwh '?.4* 

DESERT STRIKE 2444 

DONALD DUCK 2 ..._ _.J4.4* 

BOLlBLl O4U0O44 K.4* 

ECCO THE DOLPHIN . ,. 

FANTASTiC E»£Z V ..,.,„. 

FORMULA DNERACIN4 .,.«,. 

43ALAQA 2 2*44 

GLOBAL QLADHATCRajMIC A MAC> 3S.44 

INDIANA JONES 3 2149 

JWtflLf IOOK 24.4J 

J4JHA56IC PARK H44 

LEADERBOARD 3949 

LEMtllNQS _ .H4* 

•AOHYHOtMit 2S.4* 

HMMOAIMN 1F44 

POA TOUR BOLF -,. 24,44 

POMEHSTRIKE 21i44 

PRINCE OF PERSIA f; 45 

R0AQ flUhhlEH (WILE E. ODYOTEl ...29.44 

PUiUfCD" Y* TFdUlNATOH 24 44 

SENNA SUFEft MONACO »8* 

SWINOBI2 ZJ44 

JONIC THE HEDGEHOO .2144 

SONIC 2 214* 

SONIC CHAM - 2444 

SPIDERMAN ,..„. .,,,,..3344 

S-AR WAftS 24.44 

RTrtEtTS OF RACE 2 29.44 

STIWIII2 29.4* 

SUPER KICK 0*P ».4» 

SUPER MONACO GP 1444 

SUPER OFF ROAD RACER 21 49 

9UPER SPACE INVADERS JEU* 

TAJMAN4A J21A* 

TENGENWDftLOCUP'tOCCEa 29 4* 

TERMJNATOP U44 

TOM AND JEHRT 20 44 

ui tima-f soccsf rtJ: 

rtlU(Hl,(X.]N IhNNlS 2^44 

ZOOL ,.*44» 



FOR A FREE 12 

PAGE COLOUR 

CATALOGUE CALL 

0279 600204 



W»4H*» SUppty oHIoBiUJKpiagLCS. CHTtliJ 
'.jppinrs d nil kiadna biAhdl. W» sel- 'jhhW 

flrrf pflnprmrpls all njiruizKig jinc«a1or 

M6ao0riv«, M94t»f -SysiBm. OflJTiP C*Bf. Sup»f 

NES, Ginuboy, NES, Lym. Artija. Aluri ST. 

Ki: lii HDM ard Afpki Mac. 

SmKlfl Rdiarwe Club Sriopa al 

The MaHlnai. 5.Hwtr|dM«jt.rtri, H*rto, 

& al 43 Broom'teln Road, 

ClidsniTord, tssex. 

Dpfln IDam UI Bcum 

seven day^. ■ we*jk. 



SUPER NES 
DEALS 

ALL GENUINE UK VERSIONS 



GAMEBOY 
DEALS 

ALL GENUINE UK VERSIONS 




SUPEB NES WITH STAHWING 
• ONE NINTENDO JO YP AD 

SAVE1U WtM 

SUPER HES WITH 

MARIO ALL STARS 

1 ONE NINTE N DO JOYPAD 

SAVEE1T 111.99 

SUPER NES AS ABOVE WITH 
STAHWING OR MARIO ALL 
STARS complete with soiv 14" 

F9T KVM14O0 COLOUR TVilipNOTCiR 
AND SCART LEAD. 

SAVE E«ON RRP 295.99 

SUPER NES WITH 

STRF-ETFIGHTER TURBO 
A ONE NINTENDO JOYPAD 
SAVE E17 122.99 

SUPER NES WITH 

STftEETFIQHTER TURBO AS 

ABOVE COMPLETE WITH SONY 14' 

FST KVMHW COL04JR TVJWCiHTTOfl 

AND Si" A HT LEAD 

SAVE £« ON RRP 3CB 99 



SUPER NES GAMES 

RRP 

ADOAMSIAMILT "41 M « 

ADDAMS FAMIL 1 2 ■• 3* . .31.33 

ADVEHTUHESOF 

DR. FIRAAlKEH. 44.4*. .33.44 

ALIEN M •*,**. .41:41 

AMAZING TENNIS 

IOA1/ID CHAHEl 44.9*. .33.44 

A5TERIK 44.4*. .39.4* 

I.0M-- ■ 41.4*. .S*.*« 

BATVAH BtTURNS <9 8* H *3 

BATTLETOADfi.PI 

BATTLEMANIACS- 34.3*. ..3444 

BUBSlV BOBCAT 33.4*. .33.4* 

CAL SlPKEN B»*n:ETiA|.(.T 1|.|(. .41.44 

CAPTAIN AMERICA ■ 14.9*. 1133 

CHAMPIONSHIP POOL < 43.4*. .44.4* 

CHUCPIRWK- 44.44. .33.43 

CLirFHANGIA- 18 83 :i»98 

DESERT STR4KE 41.44. .38.43 

DHACULA* 43.34. .33.44 

E0UINOK- 44.44. .34.44 

I KHAirST hEAI tt.it. .34.44 

F-ZEHD W.4«. .».«« 

FIRST SAMURAI ■ 13.34. .U.43 

FLA9HE-ACK ■ 43.4* . .33.43 

FOOTBALL ■ 14.4* . .33.43 

O*W"TR0eP- 44.M. .41.41 

HOOK" 48.83. 38.43 

WCPEBIB^E CRASH CUHM4ES ■ 43.43 . .43.44 
JIMUr CONNORS' PRO 

TfNNlSTOvR till*. .37.44 

.jAWMAtHMK'H M.». »4* 

JURASS>C PARK uw UH 

KEVHKEEGAN PLAYER 

MANAGER • 43.4* . .43.48 

KRUSTT'S FUN HOUSE 44.44 .. .374* 

LAGQQh- 51.44. .51.4* 

LAMBOnOKH> .-._ 44.4*. .37.44 

LAST ACTION HERO • 44.4*.. 38.4* 

LIUAWQt ,„.■*■.*»,. -4141 

MAJOR rilLH TJOlf ■ ttim 3UI* 

MARIO ALL STARS 49.41 11*4 

MARICISMIS5INO' 44.44. .44.44 

MARIC PAINT WITH MOUSE 54.44.. 48.44 

MECHrtARftKlR- 43.84. .43.4* 

MEGALOMANIA ■ 44.4* ...43.14 

MORTAL KOttBAT 54.4*. .13.14 

NIA ALL STAR CHALLENGf -18-38 13 44 
HFL OUAHTEROACK CLUB- 58.8*. .3143 

NHLJPA '33 ICE-HOCKEY 44.9*. .35.43 

NI1.M MA->SFll S 

wohlo championship 34.4*. 33*4 

outlander ' 44.4* . .14.44 

pebble beach golf 48.94 . .41 44 

poa touh golf 44.4*. .33.14 

Pierre le chef ■ 11.4* . .44.11 

pilot wwhh »» .31.11 

pwii. PANTHER > 19.83 M44 

PLDAt • 33.93 . .33.43 

PRINCE OF PERSIA 41.8*. .41.43 

REN AND ITTMPY ■ 44.9*. .31.44 

ROAD ftUNNM , 19.94. ,11. At 

SENSIBLE SOCCER ■ 19.83. .33.48 

SKtSUUER > .13.43. .33.48 

S-TaOWINO 44.44. .44.14 

tTRBITPIQMTeRJ..., 44.81. MM 

STPlIITPieHTln TURK- 3983 .in.w 

STHIKEH 44.83. .4fl.*8 

SUNSET RIDERS- 43.83. .42.43 

SUPER ALEBTE 44.93. ..37.48 

super ROUBERWAS- 44.94. .3444 

SUMR CAJTilVAWA 4 , .44,9*. , 3I.H 
super qihouls* ghosts 39.93. .32.94 

super ogal 44.93. ..37.44 

super kic* off 44.44. .35.44 

SUPtRMAAlOKART 34.4I. 3±M 

SUPER MAPI0 WORLO .. , 11 83 37 1* 

SUPER PHOB0TECTOH 11.83 .37.19 

SUPER PUTTT 44.93 . ..40.98 

SUPER R. TYPE 34.93.. .32.93 

SUPER SMASH TV 44.41. ..37.44 

sijpi-h fjyecie ..W.H. 43»B 

SUPER STAR WARS 43.83. .4148 

SUPER STRIKE EAGLE 43.88. .42.48 

SUPER TENWS 34.83. .33.33 

SUPER WWF 

W'HtS rLUHMA. 44.81 , .3A.lt 

TERMINATOR 2 - 

THE AHCAOE GAME ■ 43.93. .43.49 

TINY TOON ADVENTURES ■ 

BUSTER BUSTS LOOSE 14.44. .44.18 

ULTflAAJAN „..1*.M 23.14 

VISAS STAKES ..H.H . ,33,41 

WARPSPEED 43.43 ...32.48 

WHO C044HAMOER 

MC«tTBtl*ION*- Hit. 44.M 

WORLO LEAGUE 

BASKETBALL 34.4*. .32.43 

WWF ROYAL RUMBLE .54.4*. .53.4* 

YOSHI 5 SAFARI 

ISCOPF 6 CAME; - 34.4*. .3444 

liLCNU-UNK 

TO THE PAST , , 13,4*. 32,43 

IWK4' «.«•.. .11 M 



..1293 
-.MJJt 



„iT,4* 
,.IABB 



..21.93 
..30.41 
74 93 
..33.93 
.21.43 
..23.43 
33 49 
.23 99 
..U.43 



GAMEBOY WITH NO EXTRAS. 
FREE KONIX GB HOtSTTR- 

HB.SB 
GA«EBOV WITH STEREO 
HEADPHONES, BATTERIES, 
TWO PLAYER LEAD AND 
TETHtS 
FREE KON1X GB HOLST¥R. 

49.99 

GAMEBOY GAMES 

• LFRED CHICKEN. 

1STEHDC 

l^FEROIDB 

BATMAN . 

THE AMtUTEO 

4A 1 ILtSMIF - ,. ,,,,.,,..,.,,.,.,._,.,,., 

SATTLETOADE IN 

RAQNAHOK'SWORLD' 

tiLLANO TED'S 

OCELLENT AtfVlNTUW 

CASTLEVANIA2 

CHUCK HD£*« 

'jAftllrtWS DUCK ■ 

3« MARIO , , 

3R*,vULA - 

0ROP2ONE > .__.,.., 

EMPIRE STRUKEB BACK 

ris f TMKC EAOLE 

PBJGETTi- ........i 

fuefmhter- 

flintstones 

4CRMULA < RACE 
C*TT«lPOU«WJ,TfRA&A»T10Fl| 

GARFIELD' ,,.,< 

GEAR WORKS' 

JACK WCKLAUS OOLF , 

JURASSIC PARK 

UOICAAU*. _, 

•IHUSTTS FUN HOUSI... ,.,_,_,.,,„ 

LAST ACTION HEfW ■ 

.A^NAIOAEH MAN - 

L«MMIN« 

LETHAL WEAPON « __ , 

• MARBLE UADMEBB _..- , 

MICKEY S4U2ZLE* . _._ 

MOATALKOMBAT- „„ 

MYSTIC *If ST - 

NIGEL MANSELL'S WOULD 

CHAUFIONS»4F > - 

DlNBAl I DREAMS 

ROAULOU* 

n-TTf PE 

HEN ANDST1MPY. 

40AD RASH... 

SFEEDV GONlALf t • 

STAR TREK 

STAR WARS 

SUPER -AWES POND ■ 

SUP J" *1A**D I, AMD 2 

SUPER »C PACHUJ .,.,__ 

TCH4BS 

TERMINATOR 2 , 

TERMINATOR 2 ■ 

TH* AJTCABI OAME . , 

THE SIMPSON* - 

mCtlT AMD SCflATCHT • 

n<V T0044 ADVENTURES 
MONTANA S MOVIE VADNESS - . . 

TOM AND JERRY 2- 

lUAflKAN 

TURTLES 2 ,.,.,-,-. 

UhlVERSAL SOLDER , 

WWF SMPERF.TAHS 2 , 

WWTw™E*Tk.»JC3- 

ZXLDA ■ UNK S AWAKENING ■ . 

2EN - •MTERGALACTIC NINJA 



34 49 
..3D. 98 
.21.43 
.24.41 
.34.44 
.14.43 



.2343 
.MM 

.23.93 
..3D 48 
.2 ! VJ 



..23.43 

..2348 

2;1 4 m 

.23.48 



22 43 

23 43 
.24.41 

.2t.M 

„i»,48 
..14.93 



...23 99 



..21.98 
..23.93 
..14.44 
..H.48 
.12. 98 
..24.43 
• MM 
32 49 
..23.49 



MANGA 
VIDEOS 

*E LTNLV ACCEPT POSTELVFAJtED 

0HDER3 FOR VIDEOS WITH AN 11 

CERTIFICATE PLEASE A'HITfc 'I AM 

Ovtfi II ON YOUR LWDCPI.. 



3X3 ETEEtRATBDtt) ,.„.,. ,,.,,...1493 

3X3 EYES PART 2 (RATED I Eh ■ 4.93 

AKiflA, RATED 1Sh 13.98 

AKIRA DOUBLE PACK I RATED 1S| ...1T.99 
CflVINO FRF FHAft PART 1 

(RATED III- 14,93 

CHTING FREEMAN PART E 

(RATED 1(| . 4.93 

ruiUlWIUP. TANK POLICE 1 AND 2 

(AATiDlBI ... 13 43 

30MINIDN TANK POLICE 3 AND ' 

(RATED 15| 12:94 

DOOMED MEGALOPOLiS 

(RATED 151 1MB 

DOOAiCD MKiALflPOlBJ 3 

(RATED III- , .,,494 

FIST GF THE NORTH STAR 

(RATED 1B| . 12 « 

1H1R0IC LEjOENO C4= ARIBLAN 1 

(RATED PG> ....- 143* 

HEROIC LEGEND OF ARISLAN 2 

(RATED PG>* 14.9* 

JUDQE {RATED, IS', ' -. * « 

LthBMAn i RATED PG|i 12.14 

ODINIftATIOni U t» 

PRO.IECTAKO (RATED 13;, . .1214 

R G.'/EOA (RATED PC) 12JJB 

TETEJUO-THE IRON MAN 

(LIKE ACTION ■ RATED 1*1 ■ 12.4* 

ftTWO 1 - BODY HAUME R 

.'L'« 1CTICNRATPD1*)- l3.*» 

+ET5DO DOUBLE PACK 

,. I'E ACTION . HATED 11)1 ' 7.M 

TNI W.T1HATE TEACHER (RATED 1S) . l.H 
U*.0T*M«»1I- 

LEGEHJC*TREDVEPMlMDlR*T|D14l « 93 
UBOT3UKIOOJI2- 
LEQEND OF THE DEMON 

WOUH. (HATED 1|| 12 33 

YAMFIR1 HUNTER D|R*TIDU) „ .MM 

VENUS WARS IRATED PGk 3.94 

WICKED CITY4HATED 14) ». 12.44 

WINTHIS 

CAR only 

WITH SPECIAL 

HESEHVt'S 

! FREE TO UNTEA 

COMPETITIONS' 
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Special ile&eteie m&m&eU am ksm oMMuL. MM tfO'U^ 

READ im tegular Club Magaiine 
7 CHOOSE from our Huge Selection 
, BUY at Best Possible Prices 
i SAVE with our Special Deals 
| SAVE more with our XS Coupons 

WIN up to £40,000 worth of priies FEEE 
JOIN now from just £4.00 

Wb only supply memb*ra but you can order as you join 

There's no obligation to buy and you can tnj any gge. 
Just sflfinj in the lorm below or pbone Sales on 0379 60IS2OM. 

As a member ot Special ReEarva you'll leceive regular issiiBB 01 
NRG magazine. NHG is Our *fl fiaga c.rttuu a,.h marjHjine sent tji- 
monThiy only bo Special Reserve members. NRG contains' 

1 . The basl sslsction or games, DBBUfHrS/S arid rtarduaro ror all 
popular 1or mala. We are official Saga, Nintendo and Sony stockists. 

2. Reviews in colour and latest informal Km on flaw prooVjcIs 
Charts ttvi Raloasfi Snnsrli.tfi, bo help you cftoosa and plan 
The beflt prices. Just one purchase will save you your joining let' 

Hundreds oi Special Often Top game* at price* you worn t*4eve 
XS Super Sa«erS Morwy-otf coupons *orth ouar £ 1 SO a yaar 
FR€E-to-#flU>T HO TARGET COMPETITIONS. With currently 
up to« C1 0,000 wurin <A Lirizus m (Juorv iS5u« Of NRG. 

Thai * why over 170,000 people have joined Special 
Reserve, the biggest gnmei. club In the World! 

9 6 

Un la «r*r MonUiv la Salurdnn. 104P1 toflpm 3UD443 
l'lr4nr-r.^r 4 ririalkTT.'Pocflipl ionl far n'twv wiJer 

Vou can also Fax your order to us on: 0279 726642 

Wft (h id* 0ul£Gh4fi 00 Our 4rrer-$alfls $ttr*VA Ilfl n^;Eam*rsflivicB-ari6s| 

InovitaHy K*i» flirtlt» liilMl miy na yit (W St'illalJl* PUlSS* pV!ns B8K>*0* 

0273 aonSOA to r.haa. nvuLnbHlrty bdc» ardonnq. In Tib nii't J' Mn; -ui iautf 

r^luiVJ4 C^i W]li$4l 31 Enylmg. piursci riqspaldi. Wn fuse r/Q 1ha n^il to change 

pnt"^ Y-ilhudlpn^i^iilicslHW E ICE 

Fl*g«1erva 0«K»: i.-ilf- MadiilK Lid. 1 Souffi Btodi. Tho Mnllinqs 

St«*iK)Q««ortti. Hsrt* CUfl *P&. 

Club Shops a.: Suv-LvnlSB^jiiri (audiesii abn^i WA 9,1 

il Brcvnrnld Hd. CnpnilarJ. EiMk. 

All pnc*4 ncLKlB VAT and CAiruio* Id UK. murtjmd S*h base cH nnfar km n f4r 
3u(^3^a*G, Wa Sicily JiAirtAA'p rirly lo UK mamlnrd arHriissi». 



ES 4MOHTHS 

Tllll 
MUUIllrir 

UK MEMBERS 4.00 

OTtliEAS EC Ml "Alt IS 4.00 

OVEtSIAS WML» MEMtEIS 7.M 






OHI rUft 

ANNUAL 
MIMHISHir 

7.00 

9.00 

hoc 



TWO TEAKS 

WITHFUEf 
HA1P IWOEI 

14.00 

woo 

13.K 



WE ntl\ 1 aiJPP. V MEMBERS BUT TOU CAN QfSDEH AS TUL JOIN 
TH€*lE AHE hOSUHCHAHOES ON TELEPHONED OflOeRStUiq 
J rPLLASt PRINT Iff BLOCK C*FIT.iM.5| GLUT 

(Name , 

i 

I Address ^ 



Pusiiifino 



l-TiDllfi 



Machir* 



Enler memberefiip numLw (it appl^aiMe) or 
hew rittM&fiHSHir FEE tANNUALJUKJLM 




ilESfn 






itsm 


■ 


ieri 




tan 




ALL PfllCES IMCLltOe UK POSTAGE k VAT 


E 



ChBquaP.O,Accfl5Si'yaiLsrCSril , SwiCh l V*S (Switch IMV* N»_ 



I 



Card 

expiry dale Signature 

Cheques payable' to. SPECIAL RESERVE 

P.O. BOX &47, HARLOW, CMZ1 9PH 

1 1 Qvttttit Orders $tireh*rge (EC or World): SoftwarB ordara 

ptaasfl add E2.00 par Ham, NDn-todtlNAr*' M*m* pM»a«a sdd 

3SS. Hirrimn Itnma lupptlKt la UK milnlnnd only 
0vfrna? order* mux! be paid by credit card. 



GHPlLfiS^B 



CORPORATION 

Corkers 

99 

Cores first release as a solo software house sprang from the 
mind of veteran coder Kevin Bulmer. Set within a massive 
tower block, a development lab has been overrun by the 
retilian army it was developing and the super-intelligent 
lizards are currently turning the hi-tech security devices 
against the people who designed it. As a member of a spe- 
cially-commissioned SWAT team, Corporation places you 
within a special armoured suit as you aim to destroy the 
errant lizards and win back the building- 
Corporation was one of the first 3D epics to mix 
bitmapped graphics with its polygon scenery and it's a sys- 
tem which works very 
wel!. The multi -storey 
building is seen as 
through the visor of your 
suit, with the many lifts 
and bits of furniture act- 
ing as useful hiding places 
from the attentions of the 
assorted reptiles and 
security droids. A gen- 
uinely claustrophobic atmosphere is generated as you locate 
little trip switches and gun turrets in your exploration of the 
building, whilst strategy is needed to circumnavigate some 
of the seemingly impassable areas. 

Corporation manages to combine arcade payability with 
an in-depth mission and it has to be said that it knocks the 
spots off the likes of Cybercon 3. One of its major pluses is 
that it's just so easy to get into. Controlling the suit's 
weaponry and lock- picking devices is simplicity itself, but 
there's just so much for the would-be agent to discover that 
it's unlikely you'll get bored before the mission is complete. 
I was really surprised how well Corporation had stood the 
test of time, but playing it again has made me want to redis- 
cover all the things I've forgotten from my my first explo- 
rations of the building. A ^^^^^^v^ - ^^^ 
must have [SB]. 
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PARASOL STARS 

The Hit Squad 




Let's face it, this was never going to be better than 
Grattqolds utterly brilliant Rainbow Islands 
ran version, although Parasol Stars still proves itself to 
be one of the more playable cutesy games around. 
Never actually released as an arcade game, Par a so 
Stars reunites Bub and Bob as they are whisked off to 
a series of islands currently under attack from the 
dastardly Chaos Tikhan, It transpires that each of the 
islands is based on a particular theme - musk, sweets, 
etc - and Chaos's troops have infiltrated them by 
disguising themselves as the local inhabitants. This is a 
job for Bub and Bab... 

Abandoning their rainbows. Bub and his brother have 
been given magical umbrellas with which to rid the 
islands of Chaos's troops. A simple press of the fi rebut- 
ton will whip one of the scuttling foes onto their brol- 
lies and above their heads, whilst pressing it again sends 
the captured critter flying across the screen, killing any- 
thing in its path. Following this simple route, the dynamic duo then battle their way to the h« 
at the end of each stage until they eventually come face to face with Chaos himself, 

As a one-player game, Parasol Stars is quite good fun. fhere can be the odd boyt of dodt 
sprite detection here and there but it's generally good fun. However, it is in two-player mi 
that the game really come* to life. As Bub and Boh wander around the screen, it becomes a i 
fight for the many bonuses dropped into the play area, and if it all get's too competitive yc 
can always lob your opponent across the screen! In terms of 
lasting appeat, things can get a little repetitive, but, even so, 
this is still worth a look. [MB] 







OVERALL 



THE BEST GOD GAME JUST GOT BETTER" 

Exactly how many awards will it take before 
you own a copy of Sid Meier's Civilization? 




SEPT 
1993 



Winner! 

Best Consumer 
Product 1991 



Winner! 

Best Strategy 
Program 1991 



r " 




Sid Meier's 







Is 




Build An Empire To Stand The Test Of Time 



GA VERSION 
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mum it 



r \ amnit urn iti. 



OCT 
1993 




SCREEN STAR 



Winner! 

Best Entertainment 
Program !991 



Winner! 

Most Original 
Game 1991 



NEW ACA VERSION A VAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 

UPGRADES AVAILABLE 
For trade enquiries contact Kompart (UK) Ltd on: 



I 1 0727 868 005 



VISA 



^rentier *A\#il &rder 

Please send cheque/PC's (made out to Premier Mail Oder), or advise Visa/Mastercard number and expiry date to; : 
Dept THO 1 2, 10 Tinkler Side, Basildon, Essex SSI 4 1 LE Tel: 0268 271 1 72 Fax; 0268 271 173 

Telephone Orders: MorvFri 9am-7pm and Sat & Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders, Please add £2 P&P for Europe and £3.50 for Rest of The World 

Next day delivery service available £4 per item UK only. i &oi 
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AWtif*J2 .. 
Al-sr Breed 301 . 

Al> Breed Specicil Ed*CFi 

Al*r Breed Special EdHkxi 

American Gudidfcn 

Ancient Arl of Wo' in itio Sties 

Aj*scK* _ _ 

AWtJlLVME 

Ai^jfcii^i K - ■ i : 1 1 ■ I v 

Archoc Mocfiortt Pool 

Antra] FC 

Assasir Remih _ 

AJhh Di Une Empire .. 
A IMIN„.„...,„„. 

ATAC 
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kWiii RuScer 

Caiw DeliiM' - 

Cjfflpaian. 3* _.. 

CoAipti^rt Mu« Dilil _.. 

Cannon roeW .. .. ^. ......... 

Cocj4ih] 2-Ubfri^pi ........................... 

Capive 2- libwntian 

CfiiAtt. 

(*! 

Costal J 

tocdtaiw . . - — 

Chafrtptanship M- ■ 

Championship »nnage> f* Seawi CHtL 

Chaos Eng#ie .._. 

Clusos Encsyie 

Choei inc** 

CnudfioSi? , 

Crviiakm (1 M«j 

avuunoN .„„„„,. 

Claws 

GsWi ? _ 

C(*J ;;,,■■ _ 

CCJMeJJ A* PWBOL. 

<V.mtnl Onuu 1 . . 

COMWT ClAiiKi 3 

Cmif-c Spaceheod 

Co* Girl 

Ooff, 

Ctmjj Gars 3 — 

Creepen 

CnuionWpl it- DoASownl. 

CjiorFW 

Cykecsprxe" .............. 

DDnj 

DCmraean 

f:ti-kiiiiiii- _ 

E*.k tm Shattered Lanek ■ 

I JH-I-. 1!IH 

Deluwi Wun; Ct>n*veH*fi 5* 3 a 

Detune FeinM AG*. ., _ 

Dennis .... 

Dwp.t 

DepCnll _ 

HURT STBIKE 
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DuWS.... . 
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Gldb<tt_ 



209? 

3S.99 

„, „,...K-99 

H99 

2J rV 

2??? 

159? 

.0332 ..!?.« 
.Al»0/CD32..17W 

,1799 

1»» 

jkizao..ie.« 

1?.9? 

10.W 

CP33..12.W 

, ., , ,.16 99 

™_ 32 99 

A 99 

........17-9* 

A12fl0..1»#9 

..CSsA I>jcbI«iF Gonwtl 

16.99 

, V99 

_ I1W 

— ^..-..Lj.uMuinJliTT 

..21.W 

32.?9 

17.99 

. 19.99 

14.99 

„ 17.99- 

17.99 

w.w- 

30.99 

34.99 

17 99 

..„. 9,W 

7,9» 

...17.99 

„.-,_H,W 

18.79 

AlfflQ 19.99 
19,99 

_ 2i.9* 

CD33 .19.9? 

la.9? 

AIMO .17.99 

„„ ., 19.99 

.. . 22.9? 
11,9? 

30.9? 

30.9? 

CDJ3 .2<].» 

.. .2J.9? 

: 19.99 

...AI3O0 .H.9? 

*.9* 

Ia.99 

7.9? 

.14.9? 
MXO 17 9? 

_....<:M3.I9 99 

14.9* 

23.9? 

„AIM0 ..15.99 

17.99 

„ .,_._.,. 19.99 

»99 

.19.99 
1999 
.19.99 
.17.9? 

,„. 17.99 

.2299 
.1199 

19.99 

27.99 

17.99 

2799 

279? 

.. .C032..I79? 
............ ...2099 

VI W 

1799 

5*99 

449? 

17.9? 

A1200..1FJ.99 
CD32.. 19.99 

19.99 

A12M 1**9 

17,99 

22.99 

16.99 
. .C632.. 19.99 
1*99 
H.99 
1*99 
17*9 
33.49 

19.99 

.- - 17.99 

,.am.i»,» 

31 99 

. 19 99 

. .13.9* 

_ &B3..19.99 

„.._ 19.99 

17.99 

„„„„„ 10.99 

13.99 

„e.» 

10.9? 

a>ii. 13.99 

..11.9? 
. 32.7? 
_17.9? 

24.7? 
. 17.9? 
77 7? 
..(.9? 
.17.7* 
34.99 
.1(1.9? 
.34.9? 
,13.9? 
17.9? 
.22.99 

17.99 

JHJO0..P9.W 

.0X33 .19.7? 

. .19.7? 



CHOtAl CtAElATCTi.. 

Goal 

GobliiniS 

^Hiihiiii Gaod>5KCpd Innings 

Of^n. GaxK VAyU Clau Qidbl. . 
G^*wn l<7/k<i iwar ChaltKigi .... 

Oand Fri. C •".*> 

GrutmM *...-.»..-.«..-.« n ..«.. n 

Gulp 

Gd£ 

GUfcStllF 2000 II MCd) , 

hfeii ict hjflip Jtf ' 

Harpoon 4- BV*t*un 3 

Harpoon Borfotai 3 - ..— 

Harpoon Boinflioi A .. ........... 

Harpoon SoBoaria Ed^r 

HwoaiMjl 7 _ 

H.I Lt'MlliloBi 

MUD GUNS 

Hidar, Lim 1914-18 

W4-. ... 

r.U-fciiK, M,^,^ ;i V^l 
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hkmu. .. ....JCBK 

li'Minrworh.il Qpbn GollCi)nippp>n^iip 

lij^nr*KTv,l i":p*n Golf .CD33 

lltvirj- 

IJiari.. AlBfflr 

iack Tho Bipcw . ...-.— 

iwiioyAJ720|l Pi^gl 

JAhBKND I - KhOCAD ,...,....,.«U3 

Jpm*t Pond J 



JonKiPondJ 

Win (LloddVn 

Jurassic ftpfc 

Jurassic Irani .... 
Jurassic rraH: .... 
KI4CI 



..A120D/CM7 



A1300 

... .CM? 



«KFWsf. AGA] 

■U^tel Moranwft ' 

tings fchmr 4 ■■■ ■ 

fcngs Quetr 4 .. ■ _■ 

KitVVscious 

(tMGMISOf IHi Strfil MEO).. 
K>u<iys 5vsW Furi HouM 

L^o^oFiorasillNwiACA) 

LooBnos al Vtslatir 

l2S*UI^S2FMTHM5| 

LimiTiings. Doubh F*ndL 

ImiLl ThiCnalUno« ofGoH. . 

LHjjPHtDn tin in ii--niriir-iiii-i 

LhilCW 

Ljw« Plnbol 

LOWS Of POWH . 

LJ„, T„rl±, 'jilogj- . . 

Mil loril H*'*LJM1 

F^aiyciaii'T. Ojin* 



.CD31. 



.30.99 

30.99 

JJ9? 

11.99 
.17.?? 
...B.?? 
...fl.?? 
.14.7? 

1S.9? 

19.9? 

K.99 
.72.9* 
.72.7? 
...9.7? 
...9.7? 

13.99 
,11,99 
«*? 
,33,9* 
.21.9* 
...4.9* 
.24.9? 
.23.9* 
.19.9* 

.19.99 
.19.9? 
.19.9? 
.27.9? 
149* 
»** 
. 19.99 
.i?.9? 
.14.9? 
.17.9? 
lift 
.1999 
1799 
.17.99 
.16.99 
.24,97 
.249? 
,1799 
,l.i>9? 
.17.99 
.17.9? 
.17.9? 
2<?9 
.17.99 
1999 
.17*9 
.18.99 
.1??? 
1999 
,37*9 
.27*9 
.17?? 
.19W 
.1?.?9 
19*9 
1**9 
17*9 
.!».« 
3?.*9 
.17.99 
1J.*9 
10*9 
1**9 
I > $i} 

hv*i5s ,:.::::::::::::::::::::::.::::::::::::::.:::zA\7ox&tt:.Wtt 

Mm-hil K4XISOI 30.9? 

Mr. Hj* 17.79 

Mr.Myt ..A12€Q. 1S.99 

Naratfctsx „ .,5.9? 

M]|[iirflinlini 12.99 

Mcykly Qim. 17.99 

r^w^tiWStory ^.99 

r*tl FaW* Go* 22.79 

t*k>J . .... ITa 17.7? 

Mg«lW(in«n W,U Chomp 17.7? 

h^ManieJIWwid Chomp AI2W..17.7? 



A12O0 



..CB32 



..CD32 



..CD32 



l*3no«wsiiw l>ilnpd P'Unii*' 1*404 CnaBnpioni . 

Poaria Is Missing 

hfepAS BacKon 2 ....... u 

Mhion Aiunoj _ 

M*M4ng+n of Doom _ _ 

Microooiin 

MICK) MAnHIN" ■■ 

Midwinter 3 

Mig 3?Fu(onjr» 

McMkspaJy.. 
'-■k:i:.f. .. 



,.CD32 



Nppori 5an» . .. 
Dnis Ship oojrtjnd . . 
ppongnen Sialfc . 
OVMDHIYt. 

(>wsj 

Chwtil 
Pmg .. 

FrafasolSnrs. 

Pcrfad Gu j miJ 

F^rhra Ghwoj Onto Disk . 
rVnliHl.iii 

PGACo*Coufi*l 

PGA Tow Cot*. 



IHtLl «E*Mi . FAHTASB .. „,„„. 22.99 

I*CA11 FAMTAMS , 0M2 -.24.99 

RntcJI Magic 4.99 

■rapuloui 2 tf*iE L lli lfii»n*i^ 

Fra^mavfw* Dab Disk _ H9* 

PrJn^Hill* .14.99 

FVwniw W..iii aJ «. 3 17.9? 

n/iimMcw . 19.9? 

FrinooCf FVsio ' , 4.9? 

fhiKllC .1*9* 

h£il .CHI ..11.99 

FnS»B >9.*9 

he Tpv«s fai 2 _ 16.99 

■\nwr*. - - - - '*■** 



f>«ak. 
Qwok. 

fauuiuk 

ftairoow IsonD* 

CalFload \Vonon...- _.. 

h£ 

«milms [1 ("»=>... 

Hid hiw .. .. 

Head Raih 

BobinHood „ 

SnboLop. 

iUjdbnd 

Bcn»AD97 

RnoVjqi 

Rules of EnonnsnWTl 2 .. 

mnoa CUf„„,.. 

Rynw Cup 

5abr«1cicm 



.A1200.2099 

5*ufid Samurai 1999 

SHUT Of MOrKET KUUW II MK>] 14.99 

JKSIT Of MONHY ISLAM) 2 -, 34.99 

iertntwrp, I7,tf 

SwiibWoxo* I 1 192/931 14.W 

SMsihIirSocow CD32.19 99 



Ssriors .. 

Snadow Lands 

ShulH. 

Sta s«fei 2 

Sill^wm ,4i, 

Sim C'*yCMu»fl >■■■■■ 

5imUn-tA12O0J 

Simor The 5orcBfaf 

Simon The Someror 

Sle*p*uliif 

BEdb' 

Sooier Sh*»Compiliahon.. 

SOTfhi Kil) 

SPAa HULK 

SPACf LfGtNO* __, 

STAHOlTO _.^„.^.. 

Star Trek 

Slaniih* 

SIi4hFi(M*t2 

BriEf 

S™iF»PC«l(2 + 0AUi«lt. 

Super Banoari on ' 

Supw Cauldron _ 

Sbpv FiojViws 

Sujs*rfn»i) 

StipiHkrt*. . 

Supw Liauga Poanasjlf , ........ 

5urF^Jinja5, 

srhBJcAir 

it NOtCATI DMA CH5K ___ 

l^TilWSaiCn- 2 

T.F.K 
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THE &MIATE5T 
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TMNAKi _ 
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Train, -.._ 
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IV Stijfls Dm 
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1*9* 

.329* 

^ 0532.1*9* 

3799 

11.99 
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.. 17.99 
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13.9? 
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.19,7? 
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|i**L»fdt«*F'tm*| 
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I fcW" 1 , Transanrtko, 

Skirm Maslef 
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AWIMATION CLASSICS 

ipCKB Ai ij. 

Dnago/i's Lair 2, 

WnjmoFlheDrnBn 

C37.*9 



AlWUP WlNNtRS 

Ftpvlov,. K.tt Oil 3. &pr*4 

Ac* Pipemania 



UGSOO(2 

BockftFulunpi IheKeal 

Sinbad. Armnylo 

DflhsnoWs o* EoHfi 

^Kinficii. Bcsmbuzul, 

IV Spons Foarbc^l It 

£19.99 



LMDS Of ftOWEFt 

Siktnl Service 3. Red Boron. 
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COM1AT CLASSICS 
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^llKBf|rW04ll OiU>. 

Tnusunils Dizzy, 

Magidancl Ulzzf 
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.W*oa Lo >Aanin. 
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HiD'tAllCHAif 
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F5G2 Final WtniHe 
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SotOM* 
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Wing CommancaW, fclirt. 
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EXCELLENT GAMES 

ARTHFS MAafJWS 

si^iiniE, populous ? 



THE GCEATEST- Jmirr 
wink's htialM 

I ..rft ,-iF rFiF Tpmnrrn^ I'jlv 

IJ1.W 



SPECIAL OFFERS 



Arabian Kninhti - — ,?,W 

Chudc feodc _ _ V0.W 

Diuy Panic . >>H „ .A.W 

Kick Off 2 1 Mes 9.99 

Kick Off 2 Final WWttk 7.W 

Kick Off 21 Giants Of Europe 7&> 

Kick Off 2 Return lo EuFefW ,.,.„7 r W 

Kick Off 2 Winning lattici _ 5.99 

Mkrepnfls* G«lf „„,™....,. 1 4.99 

Paperboy 2 ™ ™ 9-99 

Sa Ivo bam , , , , 9.99 

Shadbw Wbrkds .~ 9.99 

Inufsdei'srTite ..........5.99 

Wirra Commandur .,,,. , 9.99 

XfiCJI . rr ^^H'hHH44444«lllHKh++++4H44... ........... ...... I O./lF 

2r»l A12Q0, 12-99 



EDUCATIONAL 



ADI English |All Ageil ....17.99 

ADI Fffinch |AN *\ges| 17.99 

ADIMarhs |All Ageil ..17.99 

Better Speliia [6 10] , 13.99 

FJelfer Fvlothi [1 2-16). 1 3.99 

Cave Mans (9-1 2| .....9.99 

Fun School 2 (6-81 .4.99 

Fun School 2 (+B) 4.99 

Fun School 2 (Uoj 4.99 

Fun School 4 (5-71.. ■ 16.99 

Fun School 4 (Ml] 14.99 

Fun School 4 (US) 14.99 

Fun Scfnd ftjjnt + Creole; |owf 5+,..,.. 17.99 

Fun School Spafcg For (7-13 - 1 7.99 

lrafcn&3hLii{8-l3| 9.99 

Junior Typist (5-10] 1 0.99 

rVtooic Moths 14-5) 13.99 

Math i Mania (a- 12) 1 3.99 

rVsorhi Dfoaora (o-13) ... ......9.99 

17.99 
14.99 
Ift99 
14.99 
14.99 
,14,99 



aqons. |, 
Merlin Maths |7 11) 
Mickey s 123s (2 5]. 

Mickey's ABC's (2-5] - 

Mickey's Jigsaw Puziloi [5+) 

Mickey's Colou rs & Shapet ;?-.5| 

Mickey'i Memory Chollenoo |i») 

Noddvj Big Adventure 16.99 

Noddy's Play Time (3+] 16.99 

Picture Fractions 17-10) , 9.99 

Playschool |3-8) 9.99 

Playroom (3-81 - 17.99 

Iteascmi ng With Tr oik I S 1 2'i 9.99 

Tidy Th* Hchrvj [6-10, 9.99 



JUNIOR ADVENTURE 



in Hood (S + ) ., 13,99 

Scrooge |A Chrilhnoi Caroll |8-H 13.99 

The Thcw 8«r* [5-10] „-, 13-99 

Wind m The Wilkwrt 16+] 13-99 

Winord Of Or , 13.99 



JOYSTICK & ACCESSORIES 



Qutckjoy Topstor 1 7.99 

Quicktoy Turbo 10,99 

Ckjick|oy Jetfighter „.„ 1 1 .99 

Cheetah 125+ 7.99 

Competition Pro Extra .,,,,,,,,.. 14,99 

Competition Pro 5000 ..1 3.99 

TechnopJuj Scorpion Junicn. , 1 1 .99 

Teehnoplus Scorpion Hu*„ -,..9,99 

1/2 Meg Upgrade 24.99 

1 /2 Meg Upgrade + CW( ^26,99 

40Copcxity 3.5" Diik Bok,-,,..,.. -4.99 

80 Capacity 3.5" Dilk &o* 6-99 



3.5"BLANK DISKS 



TDK PRECISION UHLHN- IKTfClED 

VEIIATIM BQJIEB DEB LOOSE 

BOXED 100H 

10 7.99 6.49 5,99 4.50 

20 U.SO 11,9? 10.99 B,50 

30 21.99 17.49 15.99 12.00 

40 28.49 24.99 20.49 15.00 

50 35.00 26.00 23.99 17.50 

100 65.00 40,09 44, ?9 ^5,00 
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Can't handle Elite 2? Having trouble with Alien 
Breed 2? Getting your face rearranged in Body 
Blows Galactic? Being ripped apart by the 
Genestealers in Space Hulk? Want to know how to 
finish Ishar 2? Can't hack Alfred Chicken? Still 
don't know how to complete Monkey Island? Afty, 
we have got problems, haven't we. Better get on j 
with it F then... 




EAM 1 7 BONANZA 



This month sees the 



release of two of the 
most awaited Amiga 
games around - Alien 
Breed Z and Body Blows 
Galactic, both of which 
we're sure will sell like 
hot cakes the moment 
they hit the shelves. What 
better games to open up 
this month's Kill Zone? 
After all r you're bound to 
be hungry for information 
on both these challenging 
games, and we're the 
people to give it to you. A 
word of warning at this 
point: The tips printed 
here are not the 
definitive Kill Zone play- 
ers guides - merely a few 
pointers to set you off in 
the right direction. Next 
month, we'll be covering 
both games in much more 
detail, so get practising! 



ALIEN BREED 2 
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What a destructive megablasl this one 
is!' Currently a number one in The 
Games We Play At Lunch time chart, 
naturally the first thing we wanted to 
find out was which were the best 
weapons to use. After rigorous testing 
we found the flamethrower and blue 
laser cannon to be the most effective 
all round, although both the bouncing 
shot and homing missiles can be 
extremely useful in the right locations. 
Gut what do you do once you have 
the guns? Most important thing to 
note is keep away frgm open spaces. 
You're at your most vulnerable when 
out in the open, so stick to the walls 
and corners when you can Also, take 
a good' look around the level before 
you do whatever is required of you at 
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that point. Mapping the route to the 
decklift before the alarm* goes off 
means you have a half decent chance 
of getting to the next level. 

The first bridge between the civilian 
and science blocks is a -quick but far 
from easy way to get loads of bonus- 
es, goodies and power ups, but you'll 
need a lot of bottle to get through. A 
risk worth taking if you think you're 
hard enough. 

One final tip - use the medium 
power map whenever you can ■ you'll 
be amazed how much easier it makes 
the levels ta complete! 



BODY BLOWS 
GALACTIC 

All the tips this month aie for the one 

player game. What better tip couid we 
offer than start on the planet you find 
the hardest to win on. It might seem 
like a backwards piece of advice, but 
when you think that the fights get 
harder as you work through the game, 
it makes sense to get the one that caus- 
es you most trouble out of the way as 
quickly as possible 1 

When fighting, use the Stun capa- 
bility of your character, and 
then get a really hard punch 
in. Also, play the game with 
Mercy Off. This means that 
you can down an opponent, 
and then really put the boot 
in before they have a chance 
to get up. If they're low on 
energy, one really good hit 
should be sit it takes to finish 
them off. 

Learn the secret of defen- 
sive fighting. Practice blocking 



shots and avoiding enemy specials, as 
this is the only thing thai will keep you 
standing. There's no point racing in at 
the start of the fight because before 
you know it the CPU player will land a 
really good smack on you, and you'll 
get well and truly clobbered. 

Don't overuse your specials. 
Repeated specials take a lot longer to 
pull off, so space them out a bit. Don't 
use them, lor the sake of using them 
a point might come later in the bout 
where a special would be really handy 
but if you've overused them you won't 
have the lime to pull it off. 

Finally, the best characters to play, 
in order from top to bottom are Dan, 
.Junior, K^i-Ti, Tekno and then Puppet, 
The others all have their own strengths, 
but these are the easiest to win with. 

That's it for this month. Watch out 
for the in-depth players' guides next 
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Here it is, the moment you've all been working yourselves up to. You've whammed 
through the one-squad missions. You've tossed aside the two-squad missions and you've 
sat on the Space Hulk originals. Now here it is - The Death wing Campaign. 
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THE DEATHWING 
CAMPAIGN 



MENACING IMAGES 

This is a very simple but very challeng- 
ing mission. The Genestealers have laid 
stacks of tra ps for you on t h i s level , and 
the best thing to do is take one 
Terminator out and use him to explore 
the level, Once you are sure you know 
what is going on, move the entire 
squad to the north-west comer, fifing 
like mad as you go to ward off any 
ambushes. 



■■ 



WITCH HUNT 

The big surprise in this mission comes 
right at the start so prepare to he 
ambushed as soon as you start moving. 
By the way r when you start moving, 
head for the north as your target area 
is almost a straight line's run from you. 
You'll need to take one step to the right 
as you go, but remember to keep those 
Storm Bolter's blazing all the way! 



BANEFUL ICON OF THE 



The thing to remember about this mis- 
sion is that no Genestealers will appear 
until you have destroyed the s-tatue, 
""V which is to be found in the room 
\ north and east of the starting 
1 04 J point. The best thing to do is- take 





what you need from the room without 
disturbing the statue, and then shoot 
it from outside (he room. Run to the 
north end of the next corridor and wait 
for the action. 

Now the Genestealers will come 
pouring from the west side of the level. 
Keep blazing, and keep using the Freeze 
Time to check the locations of the 
enemy. When you've got a break in the 
action, run for the exit, but don't take 
unnecessary risks, 


f 






DELIVERANCE 

To begin this mission, use the lone 
Terminator Sabathius to dose the two 
doors nearest to him - the ones to the 

south-east of his starting point and the 
one actually at the starting point. When 



you dose the second door do it ttam 
inside the room, as this will protect f 
from the Genestealers. Now all 
need to do is walk the remaining torn 
Terminators around the Hulk to seal Hk 
last three doors. 



EXTRICATION 

This level is positively crawling w 
ambushes, so watch your backs at i 
times. One very important thing to no*. 
is that the lead member of the squa 
starts off carrying an item : If he drr 
it, either through death or hand- 
hand combat, then make sure someort 
picks it up. You will need to walk - 
Terminator manually down the lor 
corridor onthe east side of the Hulk, 
make sure you have someone covern 
him all the way along. 



PURGE 

You'll notice when you start this me 
sion that you only have two Storr 
Bolters. That's what makes this miss*c 
so difficult, So, position one of Ik 
Flamers at the north end of the mar 
corridor, covering the two carrickr 
coming out. Another Flamer should b- 
covering the corridor that leads in fra* 
the east, Note: Flamers do not fireo 
their own accord, so you'll need to b> 
eagle eyed and trigger happy, lit 
remaining three Terminators shou; 
lead the way to the exit, with b 

Flamer sandwiched between the ft* 
Bolters. 



ANTE CHAMBER 

You'll need to move quickly on this mis- 
sion, h all five Terminators have to sur- 
vive. As quick as you can, send three 
Storm Bolters to cover the two eastern 
corridors and run the last Storm Bolter 
and the Heavy Flamer to the target 
area. Once there r move the Storm 
Bolter into a corner so that he can 
attack any Genestealers leaving the 
Genehanksand stand the Ftamer direct- 
ly in front of the target area, Flame it 
and run to the teleport, backing the 
Storm Bolter out to cover any last 
minute attacks. Now get the fast three 
into the teleport and you're done! 



This is one of the game's most difficult 
missions to complete, and you'll need 
all your wits about you as you com- 
mand a squad spread out across the 
hulk. To begin with, though, don't 
shoot at the door to the left of the 
starting point, tt's secure and will save 
you a lot of hassle. 

Move three men down the eastern 
corridor, using the other two to seal the 
northern area of the hulk. There are a 
lot of Genestealers around and you'll 
need to kill dozens of them before you 
can set up your positions. The hardest 
places to hold are the extreme north- 
east and north-west, so try to reach 
them simultaneously. Watch, very care- 
fully for the Terminator in the north- 
west, as he has to hold his own against 
three genebanks. 



FUNERAL PYRE 

On this mission, there are two things to 
remember. The first is that the flames 
do not subside, so watch where you're 
firing or you'll lock yourself in. 
Secondly, some Genestealers will man- 
age to get through the flames, so never 
assume you're covered. All that can be 
added to that is just be careful, and 
you'll be able to complete the mission 
with three Storm Bolters and two heavy 
Flamers. If you lose a Flamer, then 
replace a Storm Bolter with a Flamer. 
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TESTAMENT TO HONOR 

The first thing to remember on this mis- 
sion is that the Genestealers can't open 
a lot of the doors on this part of the 
hulk. You've got a long and winding 
journey through this hulk, so arm up 
with Lightning Claws and a couple of 
Storm Bolters. Use the Claw to seai off 
the corridors leading to the Genebanks. 
When you have secured the key corri- 




dors, move two Terminators towards 
theexiit, and drop one back to cover the 
rear. Close any doors you pass, and look 
for the ones with circles around them. 
These are the ones that can't be opened 
by the foul spawn. 



DESCENT 

When you walk down the first corridor 

on this mission, don't worry about the 
Genestealers collecting to the left. They 
can't open the door and are therefore 
harmless. You'll need the Assault 
Cannon to open the blast doors at the 
end of the level, so don't waste any 
shots, 

When you reach the doors, get ready 
to fit the large group of Genestealers 
that come swarming through. If you 
can, keep a Storm Bolter a few paces 
behind the Cannon to take Over should 
things get too hairy- When the coast is 
clear, run for the exit. You will lose most 
of your squad on this mission, so don't 
get disheartened. 



WEB OF FLAME5 

As you can select your own squads on 
this mission, you should choose two 
Heavy Flamers and arm the rest with 
Lightning Claws. Flame the two inner 
targets as soon as you can, and use the 
Lightning Claws to make your way to 
the two outer targets. Secure the north- 
ern corridor as soon as possible to stop 
any Genestealers entering from the 
main part of the Hulk. To finish the mis- 
sion, you need to get at least one 
Terminator to the exit point. 



I A. 



0) 



m 



TO THE EMPEROR 

You'll find this easy to plan, although 
not as easy to complete. You'll find the 
Brood Brother in the lower left section 

of the level, and the best way to take 
him out is to fire a Storm Bolter at long 
range. Once you've cleared the initial 
waves of Genestealers you should be 
able to take control of the mission. 
From this point on, just keep every- y 
one covered at all times, / .__ 
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Due to the number of ways Frontier can be approached, it's 
going to be hard to produce a players' guide that is in any 
I way specific. Nevertheless, Matt Broughton gives a few 
1 home brew tips to those brave cadets starting from scratch. 
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THE GALACTIC MAP 

People seem to be having trouble high- 
lighting the systems that they want, so 
here are a few things to hare i n mind 
when using the map. 

1) Newer use the mouse to rotate the 
map initially as it just gives a false impres- 
sion of the distance between systems - be 
patient and utilise the arrow keys and the 
zoom facility to keep the map on a flat 
plain. This way you tan refer to your map 
poster for specific system locations first 
and then pinpoint the exact system that 
you're after (you may also find it useful 
to turn off the grid, the distance lines and 
the identification text at this point}. 

2) Once you've found your target 
system, make use of the trading route 
display as it gives a better idea of exact- 
ly how far away systems are and what 
the best route to take is Just because 
Sol appears to be neat to CD- 3 7' 1 5492 , 
it doevVt mean it actually is r and when 
you (heck the trade routes you'll see 
that it's actually a good seven jumps 
away. The best way to map out a route 
is to display the trade routes and work 
your way along the trail from the start 
point to the destination. If you want to 
get to your destination faster, unload 
a U your missiles, cargo etc and invest 
in enough fuel to allow you to jump on 
as soon as you get to the next system, 
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THE SYSTEM MAP 

\\ seems that a large number of people 

are experiencing the rather frustrating 
problem of crashing into planets for no 
apparent reason, so here are a few 
things to think about, 

1) When you target a location, be 
sure that you're very specific. Just tar- 
geting a planet is not good enough and 
will only get you to the area, not the 
specific location (it's at this point that 
the auto-pilot will shut down, leaving 
you to fly straight into the planet itself). 

2) By double clicking on the zoom- 
in icon, you will go straight to the clos- 
est view and should select a specific 
port (i.e. Simcco Station, Mars High 
etc.) 

3) You must have the location's 
name up when you select and auto- 
pilot target, If you click on the loca- 
tion's 'dot' while the name is not 
shown - which is correct - for some rea- 
son the auto-pilot gets all confused and 
just sends you tens of AU's out m any 
old direction. 

4} if you are having trouble getting 
the location names to appear, just click 
onto one that you can see and the 
other location names should appear. 
Failing this, experiment with zooming 
in and out and rotating the system with 
the mouse or the time controls, 
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Though you can see Mars a* your target here from the system map, you'll need to movei 
and target the specific space station or port thai you wcint to reach (inset) or you'll find 
yourieN flying by, or worse still, slamming straight into the surface. 



TRADING 

If s as important in Frontier as it was in 
Elite to find two good trading posts to 
bounce between as you initially gener- 
ate some capital for yourself ■ so here 
are a few suggestions for the beginner. 
With all of these, it's worth using the 
data on economy (called up by press- 
ing F7} to see if there are any opposite 
economies along the way (i.e. you're 
leaving somewhere with a major export 
in computers, and travelling some- 
where where these are a major or 
minor import). 

Suggestion 1 : After starting at Ross 
1 54, move across to Barnards star and 
on to Sol. From Sol you can sell any mis- 
siles you have (keeping as much storage 



free for cargo as possible) and invest r 
liquor and 1 ton of hydrogen fuel. No* 
make you way across to Ulande 25871 
where you can sell it for a fair prof 
Remembering to buy some more fue 
purchase a. few computers and mak* 
your way back to Sol. You will notic- 
that your internal fuel tank is low, butr 
you head for Mars High (the space 51* 
tion above Mars) you should make 
fairly easily. You can trade like this fo- 
as long as you fancy and should Kant 
fairly quiet journeys in both directions 
if you check the bulletin board befor- 
selling your cargo at Mars High, yen. 
should find a bloke who'll offer a bo* 
average prices for computers, so don - 
forget to look before you sell. 
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Ki'K.'iring to the poster map and an initial look at t tit- galactic mdp makes it look as if a 
mission from Sol (top right) id CO-3 7 15492 (centre) will be a short journey, but the trade 
■v routes show a very diflerent story. You'll actually need to pass back through Barnard's 
\ SUir, Ross I'iA, Lacaillf 8760, Formalhaul, LacaiHe 93'BZ and finally on Iq CD- 
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fie around to see exactly where he is in 
fetation to yourself. 

If he's in a fairly standard craft, and 

»you feel confident tha] he's travelling 
pretty much straight towards ydu, you 
can arm a missile (if you tiave.any) and 
even fire it - you're still paused ajt this 
time, but* the missile will ferret off 
towards him as soon as things start up 

^again. If ydti don't have any missile!, 
just return to the main screen and turn 
your engines off and get ready with the 



manual *thrusters (Return* and Shift 
together), 

The skill in this sort of dogfighting is 
reacting efficiently to the given distance 
of the. enemy craft. If he's 1 coming 
towards you* throw your ship into 
reverse, thus giving* you a longer 
amount qf time with the enemy in your' 
sights. If he is going out ofrrange, chase 
him until you catch up with him. - 
■ The' real aim here is to get into a 
series of 'chicken rates' against him. 



I'm 5*j Bust in. I nrai Battle Weapon 
urgent^, and I'H patj tune Hie Market 
prita [(2mS.E] fw than 



Oh! What a coincidence! I just happen to 
have a cargo Hold full to brimming with 
high powered sou illy water pistols. Will 
that do? 
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Suggestion 2; From the Ross 1 54 bul- 
letin board you can accept two pack- 
ages that require passage to 
Formalriaut - the first Federation mili- 
tary mission and the last bulletin mis- 
sion. You should then buy 2 tons of 
hydrogen fuel and travel first to Lacaille 
8760, and then jump straight on to 
Form a I ha ut You can then trav- 
el travel out to Luyten 789-6 
carrying liquor, and make ■ I 
the return journey ~ 
with robots, repeat- 
ing this for as long as 
you want. The only 
problem with this route is 
that the journey out to 
Luyten 789-6 is a very hostile 
one and you can find your self in 
anything up to ten fights in one jour- 
ney (I actually got from harmless to 
mostly harmless to poor in one deliv- 
ery!) This really is only a good starting 
strategy if you fancy tons of dogfights 
along the way. 



COMBAT 

Oh yes. The big problem, Just about 
everyone I've spoken to has had a fair 
amount of trouble? getting, to grips with 
the combat, so here is a step by step 
account of techniques that l personally 
employ for success. 

As soon as you are given an attack 
warning, disengage auto-pilot (if you 
have one on, that is) and turn on the 
identifier (press F10). Now locate the 
enemy with the scanner and try to get 
it on screen - the identifier should make 
it easier to pick out against the 
■ starry backdrop. Have your fin- 
ger over the pause button 
[Escl and freeze the screen 



as soon as you see your 
opponent, 

Thankfully you can still 
operate many of your 
features while the 
i game is paused, so 
now's the time to get 
yourself sorted out. The first 
thing to do is to target him with your 
mouse to find out how far away he is, 
then turning the identifier off again. If 
he's close, it's worth switching to the 
outside view and having a quick shuf- 
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It might wem as though you're getting offered all the boring missions, but once you get a 
few of these- si mple tasks u nder you r belt, they do get mush more ju icy, so p^rs^v&re 



bombing towards each other and 
avoiding time-consuming battles 

where you just watch him streak 
across; the sky while you wobble 
along behind him trying to get the 
odd shot in, If he seems to be 

going for this approach, try 

to judge where he's head- ^ ^ 



ing for, and speed there 
before him. Mow when 
you face him, you will 
be on a much tighter 
angle which can be 
corrected until you are 
pretty much on a colli- 
sion course. _ * 

Most baddies will start 
to fire once they're within 
four kilometres, and are most dan- 
gerous to you at about two kilome- 
tres (especially if they have Beam 
Lasers). You need to know when to 
pull out of the 'chicken' and should 
pass above or under the enemy with 
your engines full forward as he 
streaks past. 

The moment yqu pass by him you 
should cut your engines, roll to face 
the back-end of the passing ship, and 
then kick in your engines. This is 
when the enemy craft is at its most 
vulnerable as it's still close, but turn- 



ing to attack once more. An even bet- 
ter way of going about it is to pull out 
of the chicken as late as possible, but 
roll with him still in your sights, pre- 
senting you with the flat top or bot- 
tom of the ship which is easy to 
target - it's hard to do but 
the results are worth it. 

Another good tech- 
nique when you are 
this close up, is to 
enter the 'chicken' 
and pause the game 
when he gets under 
two kilometres away 
from you. You can now 
switch to the external view 
and launch missiles. Because 
most ships will zoom away at full pelt 
the moment they get one whiff of a 
missile, it's better to do this when 
he's on his way in rather than out for 
obvious reasons. 



MISSILES 

If enemy missiles have locked -on to you 
there are two things you can do. One is 
very safe, the other is aggressive but 
dodgy. Read the next bit before you 

decide which one is for you 
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THE SAFE METHOD 

As soon as you get the missile warn- 
ing, pause the game and turn the iden- 
tifier on. Now switch to the external 
view and find the missile - making it 
your new target with the mouse. Mow 
flick to the rear view, turn the ship to 
manual control and unpause the 
game. Remembering that you're look- 
ing out of the back, move the ship so 
that you can see the missile and get 
some serious speed up. Because you're 
targeted the missile, you will be able 
to see exactly how close it is, and if it 
you keep it in the middle of your rear . 
view you'll be able to outrun it until it 
expires. The only problem with running 
away (apart from it being girly) is that 
any damage you've done to enemy 
shields, has time to regenerate. 



THE DODGY METHOD 

Once the missile warning has beef 
g i ven (a nd i sn 't. if ju st t h e most an noy- 
ing noise?), as long as the enemy isn'~ 
directly in front of you, turn on thr 
auto-pilot which will move you rounc 
to the enemy. This will keep you mov- 
ing and should keep you Out of troo 
ble for long enough, while allowing 
you to keep your attack up. The only 
problem here is that unless you haw 
a powerful beam laser you usual) 
won't have long enough to destroy tht 
ship (the auto pilot is accurate but slo* 
to lock in). The only way to Overcom* 
this is to let the auto-pilot bring you in- 
line and then switch over to manu* 
just b of ore you need to pull out of the 
'chicken'. Right, let's talk about sore* 
things to do. 
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Firmer] None 
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SOME THINGS TO DO 

1) Keep saving the game, even after 

destroying each enemy on the way to 

a destination. This is essential if you 
want to make fast progress without 
having to go through the 
same battles time . 
and time again - 
and you might want 
to reload a game if 
you loose a particular- 
ly expensive piece of 
equipment or suffer ' 
severe hull damage. 

2)This is a bit of a cheat 
(jo what! ) but if you save the 
game before you leave your cur- 
rent location, when you arrive at your 
next port of call, you can check trie bul- 
letin board for traders looking for spe- 
cific stock (such as computers on Mars 
High). You can then load your previ- 
ously saved game and make sure that 
you invest in tons of whatever it was 
that they were looking for. It's also 
worth taking the time to fly to a sys- 



tem where that stock is a major export 
as you can buy it dead cheap and make 
more of a killing when you go back to 
where you saw the advert - the com- 
puter will still think that this is the first 
time you've been there, so the advert 
will still appear! 

3) Take your time when landing 
and taking off from planets - 
even when on auto pilot. I 
know that it's a drag to 
watch, and I know that 
it shouldn't make any 
difference, but it seems 
I to sometimes result in 
'death for no apparent rea- 
son'. This is more frequent on planet 
bases rather than space stations, so 
watch out. 

4) if you run out of fuel on the way 
to a location and have no more left to 
refuel with, keep the auto pilot on and 
push time forward. If you haw enough 
speed and are close enough, you can 
sometimes still make it to the location 
and the auto- pi lot with take you in. 
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5) Later in the game when you get 
hold of a more powerful beam laser, 
you can target enemy craft in battles, 
put some distance between you and 
then turn on the Auto-pilot. Even 
though the auto takes a fair while to 
pull round to the target, once you do 
home m, you can a hell of a lot of dam- 
age in a fairly short amount of time. 
Just watch out for enemies doing it 
back to you. 
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SO LONG AND 
THANKS FOR ALL 
THE FISH 

I hope that this will be of use to the 
Frontier enthusiasts out there, and 
I'm well aware that people may 
already have different ways of play- 
ing, but it seems as if it's some of the 
things I've mentioned here that peo- 
ple have had the most trouble with, 
Please feel free to send in any tips 
and guides that you have come up 
with", but in the meantime, keep 
on trucking, This is MB sign- 
ing off... 
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With Monkey Island now making a long- 
awaited budget appearance, hoist up the 
Jolly Roger and shiver your timbers with 
The One's essential pirating guide. 
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THE THREE TRIALS 

itizzied 1 Stuck? Head straight for 

the bar the 5cumm Bar, that is. 

Talk tc some of the pirates at the 
bar and then talk to the important- 
looking pirate'; who will tell you about 
the three trials. Wait for the cook to 
come out of the kitchen and sneak 
inside. Pick up the pot lying under the 
table and the meat. Leave the kitchen 
usmg the other door. Move out onto 
the jetty and tread on the loose plank, 



The seagull should bounce up in the 
air Repeat this six or seven times and 
the seagull should bounce high enough 
for you to get the fish Go back to out- 
side the bar and walk into town. 

Talk to the "men of low moral fibre" 
about the treasure map and take the 
two pieces of eight from them. Walk 
up the street enter the first door on 
the right and steal the rubber chicken. 
Talk to the voodoo lady about palm 
reading and then saunter along to the 



jail house. Talk to the prisoner and then 
go back down the street to the store 
and ask for some breath mints. If the 
storekeeper isn't there, use the bell on 
the counter. Return to the jail and give 
the mints to the prisoner. Talk to him 
about everything. 

Return to the Scumm Bar, but 
in st rad of going back n, go past it, fol- 
lowing the left path to the lookout 
tower. Go to the fork in the road and 
pick the yellow flowers. Next, go to the 
clearing on the map and into the cir- 
cus tent. Talk to the Fettucini brothers. 
Say: "OK, I'll do it" and tell them you've 
got a helmet. Give the potto the broth- 
ers and get fired gracefully out of the 
cannon. Exit the tent and move along 
to the troll bridge. Give the fish to the 
troll and he'll let you pass. Return to 
the village. 
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Talk to the man on the corner and 
buy the fake map from him. Now waK. 
to the store and pick up the shovel by 
the steps and the sword from the 
counter. Talk to the shopkeeper and 
pay for both. Leave the shop and head 
straight for the mansion. Jse the yel- 
low petal with the meat and give it all 
to the poodles. Mow you can easrly gel 
past them. Open the front door and 
enter the mansion. Fight the sheriff and 
return to the jail. Talk to Otis about the 
file and give him the Gopher Repellenl 
In return he will give you a cake with 
a file in it. Return to the mansion and 
enter the same room as before. Use the 
file to get the tdol and when the sher- 
iff dumps you into the sea simply pick 
up the idol. 

Return to the fork in the road and 
read the map (it's easier to write the 
directions down on paper). Follow the 
directions until you come to the X. Use 
the shovel on the X and pick up the T- 
Shirt. Now leave and go to the house 
to the right of the island. Talk to the 
swordmaster about training and don't 
give up until she lets you in. When 
you've been fully trained, wait for some 
passing pirates and get involved in lots 
of swordfights. You can't stop until you 
have all the different insults and replies 
{this might take a while), Once you've 
got them all, return to the swordmas- 
ter's house and challenge her to a 
fight. When you beat her, she will give 
you another T-Shirt, which is kind of 
her, don't you think? 
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THE QUEST 

Using the rubber chicken that you stole 
earlier, go to the island on the cable 
DeathslideM! Talk to the man about 
the governor and hg'll promise to be 
on your crew. Next, go back across the 
water (using our old friend the chick- 
en) and talk to the sword master. She 
will also join you. 




Now you've got to free the prison- 
er. To do this, go to the Scurrvm Bar 
and pick up all the mugs. Fill one with 
grog from the barrel and keep using 
it with the empty ones so it doesn't 
burn a hole through the bottom. Take 
the grog to the prisoner and he will 
use it on the lock. It will burn through 
and the prisoner will run away. Now 
pop along to Stan's Used Ships and 
have a chat. 

You're going to need a ship and see- 
ing as you haven't any large amounts 
of cash in your packets you've got to 
buy it on credit. Go to the store and tell 
the storekeeper that you want a cred- 
it note, After telling (lying, more like) 
him that you have a job, he'll start to 
open the safe. Note down the combi- 
nation on a piece of paper. Now tell 
him to go and talk to the swordmas- 
ter arid hell promptly leave. Open the 
safe and steal the note. Go back to 
Stan's, refuse all optional extras and 
beat Stan down to about 5000 pieces 
of eight for the Sea Monkey. Go to the 
port and your faithful crew will be 
waiting for you, 



THE VOYAGE 

When you're on the ship, pick up abso- 
lutely everything and go to the kitchen. 
Open the packet of cereal to get the key 
and use it to open the cupboard in the 
captain's cabin. Inside is a chest with 
some cinnamon sticks and a recipe. 
Now, put theT-Shirt, gunpowder, cin- 
namon. Jolly Roger flag, ink, breath 
mints, the chicken and the cereai into 
the cocking pot and there will be ao 
almighty explosion. You'll now find 
yourself near Monkey Island. Simply put 
some gunpowder in the cannon nozzle, 
use the rope as a fuse and use the fake 
map with the flames under the cook- 
ing pot. Use the resulting flaming mass 
to light the fuse and fire yourself amus- 
ingly towards the island (using the pot 
as a helmet). 

THE ISLAND 

Pick up the banana and go cautiously 
into the jungle, where you should 
wander round and pick up everything, 
Go up to the fort and pick up the rope 
and the spyglass. Push the cannon and 





JhiS is the END for ycu, you 90+tei — er-auiEn^ cur! 

on you'll be uiearinq my sword like a shish kebab! 
My handkerchief wilt utip& up your blood' 
I once miined 4 dos -that u«s smarter than you, 

Vcu m-afce me ujant to puke* 
-htobodys euer drawn bleed! from me and nobody ever mill! 



My names fjuybrush Three? wood, vm new m rouia 
Rre y'pu a pt ate? Can I be on your crew? 
Who*? in I r#i 

Nk:e Talking tc,*jou. 



pick up the gunpowder, go to the 
door and pick up the note that lies 
under the rock, Climb up the footholds 
and push the primitive art twice until 
you can see the banana tree through 
the spyglass. Ciimb up even further 
and push the rock off the cliff. Wow go 
back down to the beach and pick up 
the bananas. 

Next go to the dam- Place the gun- 
powder on the dam and use the flint 
with the staple remover. The darn 
should explode, filling up the dry 
riverbed and the pond. The water will 
wash you into the pond and knock the 
dead man down with it. Pick up the 
rope and go to the cliff where you 
should use the rope with the trees to 
reach the oars, Use the oars with the 
boat on the beach and sail around the 
island, eventually beaching the boat 
on a beach you can't reach by foot. 

Go up to the cannibal village and 
take the bananas from the fruit bowl. 
When the cannibals lock you up, 
escape by prising open the loose floor- 
board. When you're free, give the 
banana to the monkey and he will fol- 
low you. Go to the bit of the island 
that sticks out and follow the path. To 



open the gate, pull the nose on the 
totem pole to the left of the fence, The 
monkey, bless him, will copy you 
allowing you to pass through the gate. 
Pick up the little idol and go back to 
the village. Give the idol to the canni- 
bals and take the banana picker from 
the hut- 

Right, nearly there, Give the banana 
picker to Herman Toothrot and he will 
give you the key to the monkey's head, 
which you can open by using said key 
in the monkey's ear. Go back to the 
cannibals and get the navigator's 
head. Return again to the monkey's 
head and look at the head of the nav- 
igator to find your way to the ghost 
ship. Goard the ship and seek out 
LeChuck. He's hiding behind the door 
in the captain's quarters which you 
can open using the magnetic compass 
from Stan's. 

After a few animated sequences 
you'll end up in a church. After some 
banter and a few insults, Le Chuck will 
begin punching you all over the island. 
To finally lay him to rest (until the next 
game, that is), throw the grog at him. __ 

And that, my friends, is it. ' 
You've completed Monkey Island,/ 
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If you've persevered this far then good on you. If you haven't then go to the back of the 
class and don't come back until you're up to date. Ready? Here we go then with the 
grand finale! 



ZACH'S ISLAND 

In the city head for the clothes shop 
{found in a small road leading to the 
north near the harbour) and buy five 
evening tunics. Put on your purchases 
and wear the pendant given to you by 
the Ent, then enter the Blue Vetvet 
nightclub. Here you will get one end of 
the Fortress parchment. 

You will need at least 20,000 coins 
for this next part. If you don't ha^e 
enough, then ensure that your team is 
properly rested and fed and go and kill 
some assassins. When you have 
enough, go to the alley of the four tow- 
ers, which can be found north-east of 
the harbour. Wait here between mid- 
night and two in the morning and a 
character will arrive. Give this person 
your 20.000 coins and he will disap- 
pear, leaving behind a relic, 

Mow head for the herb shop and buy 
the ingredients for five anti-vertigo 
potions, otherwise known as the 
Mildong potion. Head for the harbour 
once more and set sail for Jon's Island. 
Choose the north-east landing stage 
this time. 



JON'S ISLAND 

On Jon's Island find the passage to the 
west. Head along this turning and keep 
looking about you for groups of 
dwarves, which you should kill on sight. 
After a while you'll come to a turning 
to the north, which leads into the 
mountains. Take it. Along the way, 
you'll pass two dead endings, one to 
the east and one to the west. Head 
down both of these and take the edel- 
weiss plant found at the end of them. 
Go back to the passage and head east. 
Head north into the mountains once 
more, and find yet another edelweiss 
plant. Go south back to the passage 
and keep on east. Soon you'll find 
another path north into the mountains, 
which you should take. Walk along the 
next passage to the east where you 
^v will be rewarded with two more 
\ edelweiss plants. One thing to 




^■jt--*: 



Piketr's Island 



• > Z7-M7 ' 



<•* ♦ *. 






watch out for here, though, is the curse 
that lies on this area. If you can, cast a 
Curse lifting spell as soon as possible. 
As you are high up now, ensure 
everyone drinks an anti-vertigo potion, 
when they have taken effect continue 
up into the mountains, Collect the relic 



you find at the end and then return to 
the harbour once more. Board your 
boat a n d select t h e n ort h -west la nd i ng 
stage of Jon's Island. 

From the harbour, head west along 
the coast. Be ready to attack the guards 
that rush to meet you. When you pass 



the mountains to the east, dismiss i 
of your characters, Remember 
remove all their gold and possession 
before getting rid of them. 

Now head for the mountains to tt> 
east, again watching out for tt* 
guards. Carry on until you reach th- 
end of the path, where you shou 
come across five pillars and a dear 
druid. At this point you should be ur 
rying five relics. Place them on the fiv 
pillars, one on each, and the druid wi 
be revived. Introduce yourself and tiler 
recruit him. 

Mow bead back to the harbour, t 
you a re ru n n i ng f o w on a n y s u p plies o 
your party need to rest, then head bac. 
to the city. Then head for the end of tte 
fortress on Ol bar's Island. 



OLBAR'S ISLAND 

The first thing you'll have to do is figrr 
the Fire Elemental. There's a knack t 
taking on one of these guys. What yo. 
need to do is make one of the charat- 
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ters hold the magic shield, then cast the 
Fire Protection spell, and then step for- 
ward and strike. Any other approach 
will fail. 

At the first crossroads you come to 
turn right and go all the way around 
the block. When you come to an open- 
ing to the north take it. Keep going and 
you'll come to another crossroads. Now 



fire-breathing dragon. To fight th_ 
dragon, use the same attack method as 
you did with the Fire Elemental (arm up 
with the magical shield, cast the Fire 
Protection spell and then step forward). 
Vou will need to keep using the Heal 
spell as you won't be able to kill it in 
one run. 

Now head north. Examine the walls 
as you walk along, as many of them 



bit you'll come to another crossroads. 
Head north from this and follow it 
round. Keep an eye out for a secret pas- 
sage leading from the north wall. 

Head down this new passage and at 
the end you'll enter a maie, This is no 
ordinary maie, however, as many of 
the walls are actually invisible doors, so 
map carefully as you go, When you 
reach the end of the maze, you'll find a 
handle. Pull this and then work your 
way back to the crossroads. 

Head south and stop before you 
enter the room. The walls in here have 
spikes sticking out of them, so move 
through the room carefully Keep going 
and you will eventually reach Shandar's 
fortress! 

In the first large room you come to 
move around the edges, not through 
the middle. At the south-east end of the 
room collect the treasure you find. Keep 
on round the room to the north-east 
end and pull the handle. Go around the 
room once more to the north-west cor- 
ner, where you will have to fight a 
knight. Kill him and leave by the door 
behind him. 

Walk straight through the next room 
and leave by the north exit. Walk along 
the corridor and look out for a small 
room to the west. When you find It, 
enter and activate the mechanism you 
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find there. Now, go back out into the 
corridor and run to the end. 

Here you will come across a Gorgon 
that has to be destroyed as quickly as 
possible Once she is dead walk into the 
large room beyond. In the middle of it 
is a fountain - drink from this to restore 
life points. 

Head directly south, which will take 
you to another labyrinth, Kill everything 
as you work through it and take the 
passage to the south when you come 
out the other end- 



Then take the next passage east. 

Follow the passage round and look for 
another small room to the west- When 
you find it, enter and activate the mech- 
anism you find there Head back into 
the passage and follow it all the way 
round. At the end you will find some 
Lion guards 

Examine the grille in front of you. To 
open it you'll need to activate the trap 
door nearby. Walk through the open 
grille and take the north passage from 
the next crossroads you come to. Walk 



right up the passageway, take the trea- 
sure you find there and activate the 
mechanism. Now return to the cross- 



roads. 

Head down the south passage and 

follow it as far as you can. At the end 
find the small room which contains a 
Magician. Talk to him and then go back 
out to the corridor and take the north 
exit from the passage- 
When you come to the closed pas- 
sage, place the parrot in front of the 
large ear and let it talk. The passage will 
open and the next room you come to 
has some very low ceiling blocks, so 
slalom your way through this room. 
When you reach the next room, work 
around the edges rather than through 
the middle of the room. 

You are now about to fight the last 
battle of the game, so arm up and 
make sure everyone is up to maxim um 
strength. Finally prepare the Psychic 
Shelter spell and step into the north 
doorway. Shandar will appear and you 
now have your work cut out. It will take 
a while, but once you have him killed 
all you need to do is work your way 
back out of the fortress and your mis- 
sion is complete! 

After all that I think you deserve y 
t> game of Ishar 3, don't you? / 
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After last month's in depth guide to the first and second levels of Mindscape's egg-citing plat- 
form game, here's a similarly comprehensive look at the next two levels. Happy hatching! 
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Oh no! A chain- 
saw level, You need 
to move very quick- 
ly indeed on this 
one if you are going 
to stand any chance 
of getting to the 
'.Op. So get. moving 
straight away. Look 
Out for the plank of 
wood as you travel 
upwards, as this 
will 
slow 
down 
the saw 
signifi- 
cantly. 
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Level 3 is the Wood level, find so you'll find all sorts of things to jump 
. - on, such as screws and bits of wood. Watch out for the nails sticking out 
of some walls, though, as these will kill you on contact. To find the first secret 
room, stand on this black and jump to the left onto the spikes below, These 
won't kill you Instead, -you can now walk to the left into the first secret room, 
which will provide you with a weapon! 



You'll need to be really careful 
when (t comes to dealing with the 
snails in this area. Some of them 
become spiky occasionally (and will kill 
you if you touch them) while others 
fire fireballs at you. the only way to 
safely rid yourself of them is to peck 
them to death when they are in their 
'safest' modes. 
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As you work through these ice 
w bilocks, you'll find loads of bonus- 
es. Instead of divebombing as you did 
before, lake a little time to peck away 
one a layer of ice at a time. This way 
you can gain maximum point s,Wtikh is 
what you're after, isn't it? 



iKaifeJJiHJr/L ^jO : ikfl & iM %i 



There's a secret room at this point 
r of the level, about half the way up 
Jump into the mrddle of this area, and 
you'll move into another secret room. 
In the middle of the screen is a secret 
door which takes you on to the next 
warp room. 






F7F7 










1 's.Vs 

i- ■ 14? * : SI ■ 




— 



300Jrt:OOai3v '*:1 - lit * :5l 01 



aCOfie ; 0033M '> 



:aT2~T:38 







kaoftai 






km 

Sfeytf&SiUttiMJ «:-! Oi.'J*J V\&) ' 



jTo get through all this ice in one 
■ swift and easy move, just leap into 
the air and-pull down on the joystick 
to make Alfred nosedive. He will 
charge through,, block after block, 
\ for as long as you keep holding 
14 1 down the joystick. 



•There's another rather well hidden 
secret room on level 3.2- Jump 

over to the right from the start position, 
and then jump up. Alfred will smack his 
head on the base of the invisible door, 
which you can then walk through to 
the second secret area. 



When you reach the end of section 
-^^3.3, only switch the upper of the 
two switches. Sqth turn platforms on 
and off, and you'll only need the one 
set to continue in the game. Mess this 
up and you'll be in big trouble. You 
have been warned, 



Section 4,2 »s another chamsaw 

^^F race! This one is a bit easier as all 
you need to do is stand on these pop 
cans and the chain saw will carry you 
up the level. Jump from the one you "r* 
on to the next as soon as you can 
because they don't last very long. 
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Loads and loads and loads of tips to get 
through this month so no space for an 
amusing intro I'm afraid- If you fancy getting 
a piece of the action then send hints and 
cheats to me, Mr Tips, and if I'm impressed 
then I'll send you a software prize. My 
address is: Mr Tips, THE ONE, 10-32 
Farringdon Lane, London EC1R 3 All. Hey, 
thanks. 



PROJECT X 

Team 17 Classic 

Michael Sammut from topsy-turvy 

Australia has been playing this tweaked 
re- re lease for over week and he's come 
up with a couple of tips you may well 
be interested in. 

Just as the game begins, fly into the 
nearest alien and kill yourseif. This may 
sound a little crazy but by going a life 
down you'll be rewarded with a hom- 
ing missile and possibly additional fire- 
power, and that's definitely worth it, 
reckons Michael. 

When you have been hit and are 
going down, you'll notice that if you 
have a power-up already highlighted 
then you'll still be able to select it. The 
advantage of this is that you should 
retain it when the game continues. 

GRAHAM 
TAYLOR'S SOCCER 
CHALLENGE 

Buzz 

If you're having trouble managing the 
England team then for God's sake 
resign, but if you're having trouble with 
Krisalis's marvellous budget re-release 
then Paul Powell from Mid Glamorgan 
is the man to thank, He's sent in some 
top tips for furthering your manageri- 
al career. 

Monday - concentrate on set pieces 

and outdoor games. 

Tuesday - play a match or do nothing. 

Wednesday - indoor game and circuit 

training, 

Thursday - skills and outdoor games. 

Friday - do nothing. 

Saturday • play a match o r d o noth i ng . 

Sunday - circuit training and skills. 

If you ever get to a cup final and are 
required to play on' a Saturday and 

Sunday then just shift the training days 
down one day for that week only, then 



return to the above guide. Train every 
month of the year and play friendly 
games against top teams at home dur- 
ing July. 

If you are at the top oi your league 
table towards the end of your season 
and you are confident of your team's 
ability then drop down to the play-off 
zone. These play-offs will earn you 
loads of money (always handy), but if 
you don't win the games then you 
wont be promoted. Decide wisely, 

FLASHBACK 

US Gold 

James Bennett from Sheffield has come 
up with a right rollicking cheat for 
Del phine's incredible arcade adventure, 
To by-pass clocked doors without hav- 
ing to find the keys then simply follow 
his cheat and you'll be well away. 

Walk up to the door you wish to pass 
and turn around so that your back is 
against it. Mow comes the tricky part. 
Hold down the firebutton and tap the 
joystick in the opposite direction to the 
door, then push the joystick towards 
the door and release the firebutton. It's 
tricky to describe and even harder to do 
but once you get the knack you'll be 
able to pass through any doors you 
please, Great or what? 

ARABIAN NIGHTS 

Krisalis 

Okay now, here's the one you've all 
been waiting for. We may havs exten- 
sively tipped this rather neat platty 
game several months ago but we never 
gave away the completely smart cheat 
mode hidden deep within the game. 
So, take a deep breath, here goes... 
On the title screen, type in 'SIMEON' 
and the screen should flash red. Then, 
while you're playing, hold down the left 
Amiga key for invulnerability. Pressing 
TAB will skip levels. 
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Er, 


that's it! 



BRUTAL SPORTS 
FOOTBALL 

Millennium 

As the HMV Level One Brutal Sports 
Challenge has well and truly passed 
{we'll be covering the event next 
issue), it's now safe to release the 
game's various cheats, as supplied by 
the programmers themselves. 

To select the league you want to play 
in. press J L r followed by a number from 
1 to 3, with l being the highest. Mow 
press M' followed by a number from 
1 to 6, which will select the match you 
want to play. Therefore if you press 
'LI Mfi', this will whisk you to the last 
match of the top league. 

During play, press the following keys 

for special bonuses: 

L- Lightening 

I ■ Invincibility 

G Walking ball 



Shield 
Hare 
Tortoise 
Freeze Slocks 



MANAGER 2 

Gremlin 

You lot don't mess around, do you? 
After a mere three days after the game's 
release I'm bombarded by billions of let- 
ters outlining the same cheat. 5o a big 
thanks go out to everyone who sent this 
in, there are too many to thank individ- 
ually. 

Go to the phone and dial 781560, 
You'll be presented with a neat fruit 
machine which you can play to your 
heart's content. The idea here is to gam- 
ble your funds away without winning 
anything - you'll see what I mean, . 
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JMATT'S SHOW-OFF SHELF 
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Crtmbos already in the air and those dodgy 
decorations are going up in living rooms all 
over Britain. Matt The Medic takes a sip of 
sherry and helps you get in the mood for a 
looooong holiday of playing games. 



Dear Matt The Medic, 
On LEGEND OE KYRANDIA, I can't find 
the key in the Catacombs of the 
palace. Please help, I've tried every- 
il'nifj to no avail, 

Daniel Stamp, 

Most of the rooms in the catacombs 
look much the same so you need to 
explore them while in the 'willow 
wisp' form. You'll now throw a 
shadow across the floor, and in one 
room you'll notice something not 
quite right - a loose stone on the 
floor! Let's revert to human form 
and have a look shall we, 

Dear Matt, 

You hinted that in the ALFRED CHICK- 
EN demo (October issue) there were 
hidden rooms and bonuses. We've 
played it for ages and can't get to any 
of the extra locations - please help. 
David & Helen Lyons 

[ \Sl\K. 



THE SURGERY 
IS NOW CLOSED 



ollop. 

back soon, so cross your 
and get those prob- 
s in to: Matt The 
._dic r Games Surgery, 
THE ONE, Priory Court, 
30-32 Farringdon Lane, 

don EC1R3AU-PI 
don't phone in or send 
s as I can't answer 
r queries personally 
I still haven't used 
all the stamps from 
t month! Thanks, 



you re very. 



.ery kind. 



I've had a number of queries about 
this little devil, so here's a solution 
faithfully reproduced in mahogany 
from a letter sent in by Dawn and 
Stewart Wright from Argyll, 

After reaching the first door and 
entering the 2nd part of the level, 
walk right and jump onto the 
switch. Keep walking until you 
reach the wall and jump up find 
right and you'll notice that Alfie will 
walk into the wall. Carry on walk- 
ing right and you'll reach another 
door, In this, room you need to 
answer the phone, at which point 
Mr Pekles will reward you with a 
jam jar - endowing you with fire 
power. 

when you exit you will be 
brought to two big blocks. Jump 
onto the right ledge, fire to the top 
left comer and a door should now 
appear. Walk right until you see a 
door and fire into the top right cor- 
ner, revealing another block which 
you can jump onto. Jump up and 
left and you will be off the screen. 
Keep walking left and you will find 
another door which you should 
enter. You need to move up the 
screen quickly at this point because 
a huge chainsaw is after you, and if 
you managed to escape the offend- 
ing weapon, you should be able to 
enter the warp room. Hurrah!! I 
think that it's only now that you 
realise what excellent value that old 
demo disk was ! Dig it out. 

Dear Matt the Medic, 
I'm stuck in the fabulous game OPER- 
ATION STEALTH. I can't get out of the 
cave in which the Russians put me, I've 
already found the pickax, but I can't 
get any further. Cart you help? 

Jonathan Hartog, 
Holland. 

I'm sorry, but following the fairly 
recent debacle that was the 2-0 
defeat in the World Cup Qualifiers, 



i, so come on folks, 
p a fella' out! Ta very much to those that have sent in letters, keep 



FREE PRESCRIPTIONS 



lp Heather Sutdiffe with 
... Take the middle doorway 
into the pyramid and at the end of the passage you should find two floor 
spikes. On the Dther side of these is an object which you should collect 
that looks like this [at this point Kevin goes on to draw something fairly 
unrecognisable, not to mention looking a bit rudel - this is Atum's eye, 
Now stand in front of Anubis and activate the eye. Sorted and safe! 
■ I'm afraid that Mike and Chris Edwards are going to be a bit disap- 
pointed as far as DUNE 2 cheats go, with even Mr Tips himself shuffling 
off looking a bit sheepish. I can only offer my personal technique of keep- 
ing one harvester harvesting, and using the other one to run over enemy 
soldiers leaving only the trikes etc to be dealt with. Is this your first time 
in a Harvester? 

* A strange individual by the name of Dr Dean Mucus- Git Evans has come 
up with a herbal remedy to Mr A's POLICE QUEST 3 problem. After find- 
iih] the baglady in the newspapers, identify yourself with your wallet and 
then click your cuffs onto the shopping cart - she will now go with you 
to the station. 
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MEDICATION REQUIRED 



the items for the pira 

* Nikki Wright has more problems than most but amongst them are: .. 
MAGICLAND DIZZY what do you do with the bucket of water, big stick 
gold cross, the frog, the duster and the lightening conductor, She als 

wants to know how to the other side of the volcano. 

* M Heath from Oz wants to know how to complete the final mission o 
the guilds of Loki and Set in LEGENDS OF VALOUR. 



I'm afraid I'm not prepared to 
answer your question. (You can J t 
say that! * Simon,) Oh, alright then, 
Examine the rock wall and find the 
draughty part, Operate the pick axe 
on it three times and you should be 
laughing - unlike Graham Taylor, 

Dear Doc, 

I may be the only one, but I can't gel 
finish MONKEY ISLAND 2 I have two 

of the 4 map pieces, but don't know 
where to get the others. I have been 
stuck on this for weeks so please help. 

Alan Mill. u 
Co Down. 

Space doesn't realfy allow me to 
give a detailed solution to this 
query, but I can at least send you in 
the right direction, Each part of the 
map can be obtained from the fol- 
lowing places: in the picture frame 
in the mansion,; bought from the 
boutique on Booty island; found in 
the basement of the grog-drinking 
pirate's cottage; and by resurrect- 
ing Rapp Scallion. There's obvious- 
ly a lot more to be done than I've 
shown here, but at least you sort of 
know whtil yuu need tu hv be slim- 
ing for, 



Dear Matt, 

You're the best. You're much better 

than the rest. How. can I leas brilliant 

as you ? 

Simon Kinder 
Poole 

You can't, basically. 

Dear Matt, 

Please can you help me on MONKEY 

ISLAND 2. I can't seem to get past the 

spitting contest by mixing all the dif 

feient coiourrd drinks. Wh.it -.ho, 

do? 

Ian Carrott 
Sic ester, Ofton 

Well lovey, the first thing you new 
to do Is to get in touch with your 
feelings and cry openly for no 
apparent reason every now and 
then. Would you do that for me 
lovey, would you? There, tlrni * 
much better. Mow, just blow thr 
ship's horn and. while the 
Spitm aster is away, rearrange thr 
flags. Use the straw and the greev 
drink to generate the ultimate goto 
then once you've won the plaque 
tell It t i| the boutique fui j -sweet 
6000 gold pieces, 
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Well raise my rent if it isn't good old PD 
Zone! Yes, prepare to be amazed by 
gorgeous, cheap and aromatic items of soft- 
ware. Matt Brought on breaths in the air. 
Deeply. 
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DOODY 

Logic PD, 

86 

I'd like to welcome newcomers Logic 
PD, to these hallowed pages, and also 
to thank them for sending such a 
superb little game for me to play* 

Doody has been around for a 
while out there in PD land, but as 
of yet remains a virgin as far as 
The One is concerned. It's a simple, 
but superbly presented little plat- 
form romp that takes elements 
from Mario, Joust and an Old 
arcade game that I've forgotten 
the name of but you had to dig 
holes, things fell in those holes, 
and then you filled in the holes - 
d'you know the one? (Yes, it was 
called Panic Attack - Simon) Any- 
way, that's what it reminds me of, 
I'll live my own life. 

It's all very simple and the basks 
of the game revolve around clearing 
the screen of the Mario-esque bad- 
dies that descend from pipes at the 
top of the screen. On the first few 
levels you need to attack the turtles 
by jumping underneath the platform 
as they pass above you, flipping 
them onto their backs (sound famil- 
iar?). While on their backs, they are 
vulnerable to your attentions and 
can be dispatched with a swift boot. 
The only problem is that you have to 
get to them quite quickly - while 
avoiding all the other rampant tur- 
tles of course! - or else they'll right 
themselves and turn into the next 

level of baddie (i.e. blue, fast and 
well 'ard.) 
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As the levels progress, other Mario 
characters appear and cause you no 
end of grief, including those nasty 
crabs that need a couple of hits 
before they'll roll over and give in. 
Needless to say that contact with 
any of the screen's inhabitants will 
cost you one of your precious lives, 
although coins can be collected en 
route for extra points. On the sub- 
ject of extra pick-ups, you'll find all 
manner of things appearing for a 
short time, from Coke cans to pep- 
per pots, which can all be collected 
for super-sexy scores. Letters also 
appear from time to time and can be 
collected to spell out, yes, you've 
guessed it - BONUS. Original stuff, 
yay? 

Bonus levels and location changes 
keep you on your toes, and you also 
have a magic platform that can be 
bashed against up to three times to 
kill all the on-screen baddies in a 
panic situation. Not incredibly orig- 
inal, but good fun and superbly pre- 
sented. Well worth a look. 
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JELLY BEAN 
17 Bit Software, 

This is a bit of a rip-off as far as game 
ideas go. but it looks nice and actually 
plays very well. It's realty a bit of a 
cross-breed from tons of puzzle games 
that we've seen over the past few 
years, but mainly it smells of One Step 
Beyond. 




Being a little jelly bean, you have to 
jump around an isornetrically viewed 
world of stepping stones, (hanging 
their colour in a Q-Bert fashion. You 
have a starting position and and end 

block to be reached, but you can only 
land on that end block once all tl 
other blocks have been changed, (or 
and did I mention that once you'v 
changed a block's colour, you can" 
jump on it again?) It's not easy to con 
plete and requires mare than just a 
of forward planning. 

To start with, the level layouts ar 
nice and easy, but it doesn't take long 
before the game introduces more and 
more blocks, in more and more nasty 
positions.. Just as in One Step Beyond. 
Colin... er, I mean Jelly, can jump either 
one or two blocks at a time so yc 
need to plan the level out first (oh, 
don't suppose I've mentioned the strii 
time limit either have I?) 

Just as in One Step Beyond, [that 
sounds familiar) there are a number of 
different blocks that effect the way 
each level must be played. Jumper 
blocks send Jelly off in specific direc- 
tions, while teleporter blocks will send 
him across the level. Some other 
blocks, when stepped on, alter the 

colour of surrounding blocks; surround 
blocks will alter any blacks touching 

them, while column blocks will change 
anything in that particular, er, well, col- 
umn, really. 

A password system has been includ- 
ed to save you having to wade through 
earlier levels in subsequent games, 
while both soundtracks and back- 
grounds change to keep things from 
appearing too repetitive. Various col- 
lectible items fall into the 'Jellyaone' 
and add that extra incentive, but to be 
honest, you're better off just concen- 
trating on the matter in hand. 

Not for the impatient or mentally 
disadvantaged, but a nice little puzzler! 
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ROAD TO HELL 

PO Soft 

"Well I'm standing by the river, but 
the water doesn't flow, it boils with 
every poison you can think of" 

Although the title may lead you to 
believe that this is a LucusArts adven- 
ture based upon the hilarious antics 
of that crazy rock person, Chris Rea 
(a lot of scope obviously), it is in fact 
an excellent Overdrive- ish game. 
There's no real point in me going Ort 
and on about it in detail because it's 
pretty simple to understand - espe- 
cially if you're familiar with games 
like Super Cars 2 and Overdrive. 

Vou can buy smoke screens and 
missiles for your car, along with 
power steering, armour etc and 
before you know it you're off to take 
part in either single races or one of a 
number of tournaments. The smoke 
screens arc fired by pulling back on 
the joystick, leaving your opponent 
well and truly stuck, while missiles 
can be let loose by pushing forward 
- and I'm sure I don't need to tell you 
what they do! 

In single-player games you can 
view the race from above as either a 
full screen with you in the centre, or 
as a split screen, but that's about it. 
The game's default speed is actually 
a bit fast but if you slow it down a 
bit it becomes an incredibly playable 
little game. 

The car is quite responsive and 
although it suffers from a fair 
amount of skidding, it's easy to con- 
trol after a short while. The comput- 
er opponents aren't exactly the 
toughest you'll ever come across and 
in general you'll have more problems 
negotiating the track layouts. How- 
ever, because these tracks are fairly 
straightforward you can concentrate 
on attacking the computer oppo- 
nents. It's nice to be able to beat 
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someone for once! 

The tracks get more and more silly 
as the tournaments progress and you 
end up spending more and more 
time just crashing into walls if you 
go to fast - one of the reasons why 
it's a good idea to purchase some 
armour early on. 

The presentation is very good 
throughout and an instruction option 
takes you through all aspects of the 
game. This is a brilliant little racer and 
a worthwhile addition to your collec- 
tion if you have neither the inclina- 
tion or the money to buy Overdrive. 



coloured balls do anything from fill in 
caverns to set explosions that follow 
the outline of a wall, destroying any- 
thing in its path. Different values of 
diamonds art? also now an Offer, With 

the highest valued ones requiring 
some serious planning to get to. 

It's an old idea I know, but thanks 
to the improved baddies, door systems 
(controlled by a joystick icon on screen) 
and tons of other goodies, it's certain- 
ly worth a look if you fancy a trip down 
memory lane. Especially it you've ever 
wondered what memory lane would 
look like with a dazzling new took (and 
a live band). 




ROBOULDIX 
Telescan 

PO Zone has been a fairly nostalgic 
flavour this month and this theme con- 
tinues as we take a look at what must 
be one of the most imitated games of 
all time. And I think you can see what 
game I'm talking about from the 
screenshots, 

Goulderdash was a major success a 
number of ye dry ago, and has been 
mare than adequately covered in PD 
releases ever since, but this one partic- 
ularly caught my eye. 

Just in case you're not familiar with 
Boulderdash then let's ex plain what 
the gameplay entails. You are a gent 
who has to work his way through an 
area of underground caverns, recover- 
ing diamonds whilst avoiding falling 
rocks, not to mention the vast number 
of strange creatures that inhabit the 

underground world. Most of the PD 
clones have concentrated on producing 
exact copies, but Hebauldix actually 
does a pretty decent job of tarting it 
up with a good number of original 
ideas. 

The first, and most obvious change, 
is the presentation. The music, sound 
and graphics have been given an fresh 
lick of paint and shine very brightly 
indeed. 

Rocks no longer just fall with the 
threat of a crushing, but now also 
explode and create a number of extra 
boulders whenever they drop more 
than a couple of blocks. Barrels of TNT 
set up chain reactions, while different 
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Once upon a time {and you know 
you're in trouble when I start like 
that) there was a boxer dog called 
Punch, who was loving and friendly. 
The only problem with Punch was 
that he slimedl 

Yes, spit and dribble flowed from 
Punches mouth to the point where his 
owners were forced to wear raincoats 
and welly boots at all times. Until, that 
is, the neighbours petitioned for Punch 



to be destroyed after he got too affec- 
tionate with a poodle and drowned it 
with his spittle. The family could not 
bring themselves to do such a das- 
tardly deed, so they built him an 
underground kennel which was, unbe- 
known to all, right next to a sewer 
which carried the waste from a nearby 
nuclear station. Waste and slime met 
and the micro-organisms mutated into 
a fast-breeding strain, feeding on 
sewage until the awful green ooze 
welled from manholes and drain cov- 
ers. Something had to be done. 

Thankfully, professor J Lathan 
came up with a new invention - The 
Slime Compactor, and now it's down 
to you to rid the streets and sewers 
of the foul dag. 

This game actually reminds me of a 
number of games from years gone by, 
primarily 'Worse Things Happen At 
Sea' from the old Spectrum, and 
Hover Bover' from the CBM64. You 
carry the slime-slurper (an overgrown 
hoover) on your back and basically you 
have to suck up all the slime you find, 
the only problem being that it keeps 
multiplying and spewing out of uncov- 
ered drains. It's here that the becomes 
almost exactly like WTHAS, as you have 
to collect plugs to stop the flow, whilst 
keeping on the lookout for fresh tanks 
to dump the collect slime in because 
your slim-slurper only has a fixed 
capacity. Doorways need specific keys 
to pass through, while maze-like corri- 
dors keep you running backwards and 
forwards like a nutter as you try to 
keep the slime under control- 
Bombs and blocks are also strewn 
around the levels, and can be used to 
trap and, fairly obviously, blow up areas 
of slime as it tries to cover the world in 
its hideous discharge (eerrgg!!). 

The game looks and sounds pretty 
basic {but then again so did most of 
the Spectrum games, as I remember!) 
but it has such a frantic pace that it 
really is a good giggle. The collecta- 
ble are hidden under blankets of spit 
for most of the time so you have to 
hoover away like mad just to find the 
plugs, and then try to keep the drains 
clear long enough to bung 'em up. 

Slime is very simple in both idea 
and presentation, but an excellent 
reminder that all that glitters is not 
gold. Have fun. 
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YOU'VE GOT WHAT I NEED! 

I imagine that you'd like to send your pocket money to a total 
strange*- Vou would! Oh. Here, have an address. 

• PO-Soft, 1 Bryant Ave, Southend-On-Sea, Essex SSI 2 YD. 

• IT Bit Software, 1st Floor Offices, 2/8 Market Street, 
Wakefield WF1 1DH. 

Telephone; (0924) j 66 98 2. 
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Don't let it b« said that I don't write 
interesting and infomdtivu 
caption i. 



After last month's vomit-inducing debacle 
we kick off our new and occasional look at 
various computer-related individuals' and 
companies' working days. Simon Byron 
keeps his trousers firmly up as he spends 
roughly ten hours with the people who 
produce Games World Live! 

Every weekday at 6 o'clock 
Games World is transmit- 
ted, via the Astra Satellite, 
into the homes of anyone 
fortunate enough to own a 
SKY dish- There are five incarnations 
of Games World and each takes a dif- 
ferent approach to the subject of 
computer gaming. Big Boy Barry's 
Joypad is transmitted on Tuesdays 
and is a jamboree of features and 
reviews; Monday and Wednesday are 
Eliminator nights where contestants 
compete in a number of game chal- 
lenges, with the winners taking on 
the might of the Videators (the com- 
puter equivalents of the Gladiators) 
in Friday's Beat the Elite. Thursday's 
Games World Live!, where gamers 
challenge each other over the phone. 
is the only night broadcast 'as it hap- 
pens', the others having been pre- 
recorded before they're shown. 

Games World Live! is transmitted 
from two locations; the studio itself 
where the proceedings are ably han- 
dled by the presenter, Jeremy Daldry, 
and an outside broadcast beamed 
straight from the home of the pre- 
vious show's overall winner. 
Throughout the show, viewers are 
randomly selected from the phone- 
lines to play a video game against a 
member of the three- strong team at 
the outside broadcast the winner 
being the person to have amassed 

the most points over a specified time (|1|fl TaV jng. i ,n> ra, " rtg 
limit or, if they're playing a combat b | he behind Jeremy. 




Jeremy relieves the tedium by play- 
ing a game of hide-and-seek with 
himself. We can see youl 
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game, the last player standing. These 
games differ every month so the con- 
testants never know what they'll be 
playing. 

But unlike the rather naff Maggot 
Moments, CBBC's phone-in comput- 
er game challenge, the contestants 
don't bark their commands to some- 
one in the studio. By using the key- 
pad on their touch -tone phone in the 
same way as a joypad they can play 
virtually any game on any format 
because the phone's different 
pitched tones are converted, via an 
Amiga, into commands the comput- 
er or console can recognise. 

After each member of the team 
has played a telephone challenge, 
the three winners compete in an 
eliminator, with the two contestants 
who have obtained the highest 
scores taking: part in a timed quiz. 
The winner of this rapid-fire ques- 
tions- and- answers session is then 
deemed champion and picks up a 
prize as well as the opportunity to 
form a team and have next week's 
show broadcast from their home. 

Phew. Mow that you pretty much 
understand the format of the show, 
let's take a look behind the scenes 
and find out what real- 
ly goes on. 

$.00 ****, l&w^*f 

I arrive at Hewland 
International's HQ at 
London's Docklands, 
a little tired (it's an 
early start for me. 
you know}. Stephen 
Carsey, the show's 
producer, and Vinny 
Ward, the Games 
Researcher, are already hard 
at work, having started their day an 
hour earlier. 



"We usually begin the day at ten 
o'clock, but every Thursday we- tend 
to start a little earlier because of the 
amount of things we have to sort 
out for the live show," Steve 
explains. 

There is a lot that can go wrong 
during transmission and although 
you can't predict acts of God, you 
can do your damndest to ensure that 
everything is as fully- working as pos- 
sible. Vinny checks every piece of 
equipment and each game (with 
back-ups, if possible) while Steve 
makes a few minor alterations to the 
script. 

Tonight is a Halloween special, 
and the team have prepared pump- 
kins and ghoulish props to place in 
the background of the set. They were 
hoping to do the same for the out- 
side broadcast but it turns out that 
last week's winner is the son of a 
Clergyman who's not too happy 
about having all kinds of what he 
perceives as anti-reiigious items in 
his house, 

"It's little things like this which 
you can't ever hope to predict," 
admits Steve, "but we usually work 
round them." 

Another thing they couldn't have 
predicted is the non-appearance of 
the Mortal Kombat cartridge. The 
game has been borrowed for use in 
another edition of Games World and 
the person looking after it has failed 
to turn up. British Telephone's prof- 
its are increased tenfold as Steve 
tries frantically to get hold of the 
troublemaker, all to no avail. 

"I've got a bad feeling about this 
show," Steve mutters to himself, 
"but that's nothing new," 

He should be worried - it's the first 
time they're using the word 
'crap' on- air. The Clergyman 
isn't going to like that. 
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10,00**+ 

Steve's not-plush- looking car is load- 
ed with most of the equipment (con- 
soles, computers, tellys, leads, etc) 
and we set off to Sky's studios in 
Middlesex. One additional item the 
show is incorporating tonight is a fax 
machine SO that viewers can send 
messages into the studio to be read 
out on-air. 

"We're always coming up with 
new ideas to make the show just 
that little bit different, and because 
it's totally live, we're able to," 
enthuses Steve during one of the fre- 
quent traffic jams. "That's what I like 
about live TV - it's totally immediate 
and although it can be a headache 
to produce it's far more exciting and 
rewarding at the end of the day." 

The journey is peppered with tales 
of mishaps which have happened 
during the previous shows. Last 
week the Satellite link went down 
just as the show was coming to a 
close and on another occasion the 
Neo Geo packed up two minutes 
before transmission. 

"We were lucky that night," 
admits Vinny. "all I could do was 
power everything down and restart 
it again, which fortunately solved the 
problem. I'm not sure what we 
would have done otherwise." 

After an hour and a half of being 
wedged against a box of pumpkins, 
I'm finally given the chance to exer- 
cise my legs as we arrive at Sky and 
begin unloading the car. By now the 
set is virtually fully assembled and 
various blokes are wandering around 
with cobweb spray for that authen- 
tic Halloween look. 

There are already a few problems. 
The usual Vision Mixer is off ill so a 
new one has been drafted in and 
he's never seen the show before, let 
alone worked on it... There will be 
problems attaching discrete micro- 
phones to the Mortal Kombat stars, 
tonight's guests, because one of 
them is bare-chested... The fax 
machine needs a telephone exten- 
sion... It all sounds like Headache 
City, if you ask me. 

In the sound room things are well 
underway. The Sound Supervisors 
have dug up some chilling sound 
effects labelled, amongst other 
things, 'Woman carrying on a bit' 

and 'Big scream'. Steve listens to 
them all before deciding which 
ones to use. 




Lights... Camera... Action... Cue 
Jeremy... Or something like that, 
anyway. 

Vinny begins assembling the vast 
array of consoles and computers 
directly behind the set out of sight. 
He's responsible for the software 
which converts the telephone signals 
and also ensuring that each game is 
primed and ready to go whenever 
the Director requires it. The display 
of technology is quite frightening, 
even though it's all perched on pre- 
carious-looking trestle tables. 

Mortal Kombat hasn't turned up. 
A trip to Curry's is a distinct possi- 
bility. 

12-00 #w#" 

More people arrive in the studio and 
begin busying themselves with the 
mundane tasks of checking that all 
the cameras, microphones and leads 
are in working order. Zoe the Pro- 
duction coordinator enters the 
Gallery baring a pile of fruit for the 
bigwigs to tuck into. This injection 
of vitamin C helps "diffuse the ten- 
sion," mumbles Pete the Director 
before popping another grape into 
his mouth, 

The ongoing fax palaver takes 
another twist. Someone has point- 
ed out that holes will have to be 
drilled through Jeremy's desk in 
order fgr the wire to be concealed. A 
handy man is duly dispatched. 

Stefan the Lighting Director 
strides into the Gallery, pinching a 
banana en route. "Too many of these 
and I turn into Bananaman/' he grins 
before dropping his knees in front of 
Pete the Director and shouting, "I'm 
not worthy." This isn't a TV studio - 
it's a loony bin. 

f2.ffff~ 

2eo the Production Coordinator 
arrives with a pile of scripts. Steve 
talks Jeremy through the various 
links he has to do throughout the 
show and Jeremy tweaks bits here 
and there and adds assorted gags to 



Due to studio cut-backs, there's only one heverage between the whale 
crew, "Go on - you nick his cup of coffee," says the Floor Manager. "Geroff 
Jeremy's quite tough," replies the Runner. 



suit his particular style. The semi- 
finalised script is then handed over 
to Judith who begins typing it in to 
the autocue. 

Pete the Director works out the 
individual camera shots and explains 
the visual effects to the new Vision 
Mixer, who becomes increasingly 
perplexed as time goes by. 

Behind the set, Vinny is shaking 
his head. Yes, the Neo Geo is playing 
up once more. "I can't believe it's 
gone again," murmurs Vinny before 
submerging himself in a sea of wires, 

Still no sign of Mortal Kombat. 

too +* 

Rehearsals start. The four games 
which will be used for the challenges 
are played through so that the Direc- 
tor can work out where to place the 
framed pictures of the contestants 
at the Outside Broadcast. Once this 
has been sorted, thirty seconds of 
the game are recorded so that an 
excerpt can be played as Jeremy 
explains the challenges to the watch- 
ing nation later on this evening. All 
is going well until a workman wan- 
ders over to Vinny 's desk and igno- 
rantly removes a plug from the wall. 
Even though the Gallery is thor- 
oughly sound-proofed you can still 
hear the Director scream as the 
power is drained from the comput- 
ers. The workman's grunted apolo- 
gies do little to appease anyone. 

However, amongst all this despair, 
a ray of light shines on the fortunes 
of the crew. Mortal Kombat has 
finally arrived. 

2 00 f* 

Jeremy begins rehearsing the Games 
World Live! advert to be played 
before the show's transmission. 
"Join me at 6 tonight for fiendish fun 
and ghoulish games," he says in his 
TV voice- 
Even though this ad is to last 



approximately twenty-five seconds. 
it takes a remarkably long period of 
time to be filmed. The Director 
makes frequent trips from the 
Gallery to the studio floor and 
adjusts the positions of the pump- 
kins and candles. Although it is per- 
haps a little unfair of me to judge 
(I've only been on TV once and I was 
crap), I can't help wondering how 
the actual live transmission will go 
if they can't even film a twenty-five 
second ad. 

ty.00 fm 

Full rehearsals begin in earnest, as 
does the general commotion. The 
Floor Manager races around the stu- 
dio, directing people to their respec- 
tive positions and shouting via the 
'talkback' to the Director who's still 
in the Gallery, A couple of Runners 
(the type who assist the studio's big- 
wigs, not the athletes) stand in for 
the Mortal Kombat stars who still 
haven't arrived yet. The only person 
not running around panicking is Jere- 
my who remains at his TV desk crack- 
ing gags, "Twenty quid more and 
they could have got Tim Boone," he 
laughs. 

Half an hour later and they 
haven't even made it past the first 
ten minutes of the show. The script 
is altered once again and the 
changes passed back to the autocue 
operator who frantically types them 
into her computer. All the OB bits of 
the show are simulated by a blank TV 
screen and a pause for thirty seconds 
or so because the satellite link has 
yet to be established. 

Liu Kang and Johnny Cage, the Mor- 
tal Kombat, stars arrive and are told 
what will be required of them, The 
Director wants the pair to stand 
behind Jeremy and mime punching 
moves as the Mortal Kombat trailer 



F E AT U 



is being played so that when the 
shot cuts back to Jeremy it looks as 
if they've jumped out of the screen 
and into the studio. Theg, after a 
brief chat they are to launch into aft 
improvised fight in the background, 
No problem, they reckon. 

As this part of the show is 
rehearsed it becomes apparent that 
the two have no idea of what makes 
live TV tick. Their impromptu fight- 
ing scene is accompanied by loud 
whoops and hollers, meaning that 
Jeremy can't be heard over all the 
commotion. They're so embroiled in 
their own little world that the 
scenery begins to rattle and the Floor 
Manager is instructed to ask the to 
pipe down. The countdown to trans 
miision continues... 

Forty minutes later than timetabled, 
the Satellite link is established and 
rehearsals are restarted from the top 
with the OB's bits now beamed into 
the studio. This is the first time that 
the crew get to see both bits of the 
show together - and this only fifty 
minutes before Games World Live! is 
due to go o n ai r . 

Even the game challenges and 
telephone conversations are 
rehearsed, with Steve assuming the 
roles of all phone-in contestants and 
playing the games using a phone 
from the Gallery, This allows Vinny to 
check the equipment once again, as 
well as giving Jeremy the chance to 
respond to unrehearsed conversa- 
tions, 

Rehearsals come to an abrupt halt as 
a few last-minute difficulties are 
ironed out and the make-up team 
powder Jeremy's nose. 

There's a problem with the Quiz 
questions. The autocue operator has 
missed out one poser, putting all the 
accompanying video clips out of 




Before the transmission, the two Sound Supervisors recount their fishing tales. "I tell y*M, it WAS THIS big and I've 

got a bloody great scar to prove it/ boasts the bloke on the left, "-Blimey, I wish I was your admits the bloke on the 
right before inviting himself round for Sunday lunch. 



sync. Unfortunately it's the ("run") 
VT Operator who takes most of the 
flak before the real root of the prob- 
lem is discovered. 

As the digital clock displays 5.57 
(four minutes to go!}, a hush 
descends over the Gallery, save for 
Steve reiterating an earlier thought. 
"I've got a bad feeling about this," 
he murmurs. No-one else hears apart 
from me. 

The show is actually transmitted at 
one minute past six, although the 
Gallery erupts into a cacophony of 
assorted commands precisely a 
minute beforehand, Forty seconds 



later, someone begins a countdown 
as the Director lines up the opening 
camera shots. Just as the countdown 
reaches "six", someone shouts out, 
"this one's for the Queen mother." 
Everyone is still laughing over when 
the Director shouts out, "run VT." 

Although the TV listings state that 
Games World Live! runs for thirty 
minutes, the actual duration is twen- 
ty four, allowing for adverts. Once 
you're perched in the Gallery, 
though, it feels as if you're in a time 
machine. Even though every second 
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vinny (left} is so mulit~tal anted he can sort out ali the show's technical 
equipment whilst listening to the latest Take That album on his Walkman. 



This is what it looks like it you stand 
on a ladder behind the cameras. 



is absolutely crucial, the time pass- 
es in a flash and before you know it 
everyone is congratulating everyone 
else as the show draws to a close. 
Remarkably, everything went with- 
out a hitch and the show was gen- 
erally regarded by most (including 
me) to be a fine example of how live 
TV should be done. There were a few 
minor hiccups ■ at one stage they 
were thirty-five seconds over time 
(gulp!), resulting in a hastily trun- 
cated chat with the Mortal Kombat 
stars who couldn't promote their 
game as thoroughly as they'd 
like; Jeremy couldn't quite hear 
the viewers' quiz answers at the 
end of the show ("Sorry, that's 
wrong," he'd respond, only to 
have Steve correct him through 
his earpiece); a few of the on- 
screen scores we're mistyped, 
but nothing too major. 

As everyone begins to pack 
away the set with remarkable 
efficiency (the studio is virtual- 
ly cleared by five to seven), I'm 
handed the fax machine to stick 
in the boot of Steve's car. When 
I enquire why they weren't able 
to use it Steve teJIs me that SKY 
wouldn't let them use that par- 
ticular phone line. All that wor- 
rying for nothing. Makes you 
sick, doesn't it7 

And the overall verdict? "Not 
bad," reckons Steve as we make 
our way back into central Lon- 
don, already contemplating 
next week's show (a Bonfire 
Plight special), itill, only anoth- 
er 12 shows to do... 




MM 



0OII 0H 




0*\ ifc 

MAY 199Z- SOLD OUT! 



JUNE 1992 

ON THE DISKS' Playable demo? of Indy tV 
arcade qnmrj, Pushover .ind Striker, F1GP 
cheats plus two PD games: Team 17's 
WagoJe-O-Mania and Galaalani! 
WIPPED! Premiere. Zool, Galactic and 
Rookies! 

REVIEWED! Sensible Soccer, Jaguar XiZ20 r 

Floor 13, The Add arm Family, Wrikid and 

many mwe! 

TIPPED! Complete player's guides to 

Harlequin and FIGP and the second part of 

the Shadowlands solution" 

PLUS! Team 17 interviewed plus preview 

round-up f free Ocean badge! 



JULY 1992 

DM THE DISKS' Playable demos of Red Jour 

and Galactic plus FIVE complete PD games: 

Battlements,, Dragon Tiles, MegaTron, 

Omega Rate and Holly woud Trivia! 

WIPPED I Lotus J. Wing Commander and The 

Carl Lewis Challenge! 

REVIEWED! Lure of trw Temptress. Man key 

Island 2, Ishar, Striker, Championship 

Manager and many more! 

TIPPED1 Player's guides to Parasol Start, 

Epic, John Madden Football and Eye of the 

Beholder 2! 

PLUS! The One games challenge! Free Dune 

puxtarl 



AUGUST 1992 - SOLD OUT! 



SEPTEMBER 1992 

ON THE DISKS* Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 
War, Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
mnre cin Frontier: Elite 2! 
REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy, F.i mi nation, Shadow of the Best 3 and 
many morel 

TIPPED! Player's guides to Graham Taylor, 
Civilization and Firs & Ico (pt 21 and the on- 
going complete solution to Monkey Island 



OCTOBER 1992 

ON THE DISKS! Thr«j di»ks this month, con- 
taining playable demos of Assassin, KGB 
and FirefnrCe plus 2 PD games: Cybemetix 
and Sub Attack! 

WIPPED! The Chaos Engine, Legends Of 
Valour .md the final instalment of Frontier: 
Elite Z! 

REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool, Troddlers and many 
more! 
TIPPED! Pl.iyer-v guides to Dune and Lure of 

the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part r*t the Mnnkey Island 2 solution! 
PLUS! Those end-game sequences revealed! 
UVeMwuud Studies interviewed! 



NOVEMBER 1992 

ON THE DISKS! Playable demov ot The 
Chaos Engine and Lionheart plus five PD 
games: Revolution, Bridge Ball, Flag 
Catcher, Biplanes and T.mk Atlarik! 
WIPPED! Street Fighter 2, Gunship 2000, 
I*, irk mere .ind Desert Strikr! 
REVIEWED! Wing Commander. 
Shadaworlds.. Road Rash. Curse of 
Enchantia, Legend of Kyrandia, Av,,i«m 
and many morel 
TIPPED! Complete Mjluliun to Hook and the 

second part of the Eye of the Beholder 

solution! 

PLUS! Sensible Software interviewed! 




Being a person of discerning taste you are no doubt a 

regular reader of The One, the bible of all that's tops in 

the heady world of Amiga games- But even so there may 

well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 

you didn't start reading at all until recently or maybe the 

newsagent simply ran out of stock ■ in which case why 

didn't you place an order? 

Whatever, here's your chance to fill in those gaping 

voids in your magazine-related life. Below you'll find 

listed all those lovely issues of The One stretching back 

to May of last year, complete with detailed descriptions 

of their contents. Be warned that many of them have 

sold out - we're just so damn popular! 

To order simply fill in the coupon below, write out a 

cheque/postal order for the required amount and send it 

to: The One Bach Issues Dent, Tower Publishing, 

Sovereign Place, Lathkill Street, Market Harborough 

LE16 9EF. For more info call: (0858) 468811. 



DECEMBER 1992 

ON THE DISKS I Playable demos of Sensible 
Sntter VI. 1, No Second Priie, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superrrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, Mo Second 

Prire. McDonalds Land, BC Kid, Nigel 
Ma ii sell, Lethal Weapon and many mora! 
TIPPED! Player's guides to Cool, Putty and 
Wiikid plui the last part of the Eye of the 
Beholder 2 solution! 
PLUS! The A1200 revealed! Richard 'Mr 
Music Joseph interviewed! 



JANUARY 1933 
ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog ■ along with playable demos of 
Gunship 2 Don and Dalek Attack plus a pre- 
view OT Archer Maclean's Pool! 
WIPPED! Microcosm and Dracula on CD. 
CHine 2 and Superhero! 
REVIEWED' Indy IV graphic advunturr. 
Street Fighter 2. Cool World, KGB, 

Waxwork* and m.iny more! 

TIPPED! Player's guides to Assassin and 

Wing Commander, the Start of a complete 

Legend of Kyrandia solution and a 

complete solution to Dizzy: Prince of the 

Yolkfolkl 

PLUS! 1493 previewed I The One awards I 

Stunning Dave Gibbons cover! 



FEBRUARY 1993 

ON THE DISKS! Playable demos of Darkseed, 



Universal Manatees and Superhero! 

WIPPED! Space Hulk. Chuck Hock 2 and 

Amber moon! 

REVIEWED! The Chaos Engine, Dragon's Lair 

3. WWF 2, Darkseed, Sleepwalker and many 

more! 

TIPPED I Player's guides to Street Fighter 2, 

Sensisocc.tr V I . I , Sabre Team and Fireforce 

plus the on-going Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 

interviewed! 



MARCH 1993 

ON THE DISKSI Playable demo* of 

Supurlrug, Flashback, Prims Mover and 

Woody'-. World, plus a complete PD game: 

Oblivion t 

WIPPED! Liberation: Captive 2, Moody's 

World, I inar 2. Blastar and amny more! 

REVIEWED! Body Blows, Lionheart, 

Flashback, Trans* rttica, Walker, Lemmings 

2 and many more! 

TIPPED! Player's guide to Legends of 

Valour, complete solutions to Indy IV 

adventure and Future Wars and the last 

part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A 1200 

now! Dino Dini interviewed! 



APRIL 1 993 

014 THE DISKS! Playable demo* of FA 

Premier League (collector's item!), 
Abandorte Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPbD' Batman Returns, Cybrrsparr. 
James Pond 3. The Last Vikings and many 
morel 



THE ONE BACK ISSUES OFFER! 

Plr jie send ine the fallowing back issue(s) of The One: 

Quantity.. 

I enclose a eheque,'postal order made payable to EMAP Images for £,., 
(Bates per magazine: UK - 1 5-99: Europe - C&.5IJ Overseas. - IB.5DI 



Name:..... 

A.ldn-.v 



REVIEWED! Superfrog, Arabian Mights, 

Chuck Rock 2, Abandoned Plata* 2 r Dasert 

Strike and many more 1 

TIPPED! Complete solutions !u Darkseed, 

Dragon's Lair i and Indy III, plus the start 

at player's guides to KGB and Bill's Tomato 

Game I 

PLUS! swing an Amiga revealed (but it's 

actually an April Fool's Jok*l. 



MAY 1993 -SOLD OUT! 



JUNE 1993 

DM THE DISKSI Blaster!, a specially- written 
full game for The arte, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Rubba 'n' Stii, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 
REVIEWED! Coal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 
TIPPED! Player's guide to Lionheart and 
Chuck Hock 2 plus the completion of thi 
solutions to KGB and Chaos Engine! 
PLUS! We tall you how to get into the soft- 
ware business I 



JULY 1993 - SOLD OUT! 



AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 
from Th.ilion written specially for The One, 
plus a playable demo of lsh»r 2 and Snakes 
and a complete PD game: Wihble World 
Giddy! 

WIPPED! Total Carnage. TFX. Beneath the 
Steel Sky, Utopia I, imtt.1 Sports Football 
and many morel 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage, 1BS9. Battle 1*1* "9 J and many 
mare! 

TIPPED! Player's guide to Dune 2., Gunship 
2000 and Reach for the Skies, the 
Abandoned Places 2 complete solution con- 
tinues while the World Of Legend solution 
starts! 

PLUS! The CD31 is unv*H«(t! Arrllv's raw 
deal! 



SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba 'n' Stix, FT 17 a Stealth 
Fighter 2, Deep Core and Suburban 
Commando! 

WIPPEDI Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death. Seek & 
Destroy, Oscar and many mnre! 
REVIEWED! Soccer Kid, Hired Guns. Diggers 
Premier Manager 2, Yo! Jut"!. Blab, The 
Patrician and many morel 
TIPPED! Complete player's guide to 
Syndicate and War In The Gulf, a complete 
solution to Transarctica, the start of an 
Ishar 2 solution, the ongoing Abandoned 
Places 2 and Worlds Of Legend sagas! 
PLUS! More CD32 info] 



OCTOBER 1993 

ON TNE DISKS! Playable demos of Spate 
Hulk, Alfred Chicken and Burning Rubber' 
WIPPED! Mortal Kombat, Oreamweb, 
Eltmdni.i Evolution, Wonder Dog, F1 and 
many more! 

REVIEWED! Space Hulk, Juristic Park, 
Overkill, Micro Machines, Alfred Chicken, 
lU.i'.i.ir. Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete player'* guide to 
Diggers, Beast lord, nibble World Giddy. 
The Patrician. Goall and more on the Kh.u 
J and Wnrldt at Lag/and solutions! 
PLUS! It's ECTSfim. again! 



. Post coda:. 



Please allow It days for order* to t>* fyNW4d up«* ret^pt 41 requMt. All ordei ir* subject to avail- 
Ability - »ll tltl« shown *r* available "I the linsn of the issue going to press (incept than marked 
'Sold Out- . obviously}. 



M. 



Ameagre Prices 



Fast-response Mailorder 
10am— 10pm 7 days a week 

No credit card surcharges 

Always a person never an finswerfHime! 




Games Centre 

10am— 8pm Monday to Friday 



2 minutes Iran Old St lib* slilkm, lite! em 2 
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DatafiEM 

fitw sufipln'tl computer 
barthmm ami soflwam to Mns 

iv/ tbi)ttzti'n.h "/ iattified 

customers since 1987 

Amiga Atari PC Sega 



STOP PRESS-//'.? not too late! 

YOU CAN ORDER UP TO 23RD DECEMBER 

using our neil day courier service and slill get it in | 
time for Christmas. It only costs £6.00 okm™ vad /- 



171 608 0624 DataGEM Ltd 



Department TH0, 33 Pitfield St, 



All prices iM^tudu UK postage and VAT and are effective until 20th 



Ofrtmtifl**iirt «**}W»s matt i^na' guarantee card 
daapatehmtl vnmedfefeAy, dOtn 



On ovwiiiias nriiiT!; pfistftfls is lihfirged ai out. N*« lilies- *>n be sent a» _ 
manuiltfu'W*' print rwiewa All oraan lakafl guDject 1o our stafKtwd Iwmc 




RECOMMENDED 

Hey, you can tell Christmas is coming can't you? How? By the fact that there 
are Easter Eggs in the shops! But seriously folks, there's no time to waste - 
you've got to get that present list up the chimney to Father Christmas as 
soon as possible before all the other little brats do or you might get missed 
by the sleigh on the big night. But writing out all those names of the games 
you want is such a chore, so here's a handy hint for you: Rip out this here 
Recommended section, circle all the top titles you require with a big red 
marker pen and send it to Santa. It's as easy - and as simple - as that... 



Alfred Chicken 


Publisher 


Mindscape 


Issue Reviewed 


October 1993 


Memory 


1Mb 


Prite 


£25.99 



Although not as good-looking as some of the recent 
flock or platform game*, Alfred scores over man* or lis 
rivals by simply being incredibly playable. There are 
ion* of secret rooms and bonuses 1o find and, 
generally speaking, you'd be hard pushed to find a 
better no-nonsense- platform romp. 




89% 




Battle Isle 93 



Publisher 



Blue Byte 



Arabian Nights 



Publisher 
Issue Reviewed 
Memory 
Price 



Krisalis 
April 1933 
1Mb 
£25.99 



90°/c 



Yes, Arabian Mights is yel another platform game, hut 
don't yawn and turn over the page because this one Is 
really something rather special. Its hist, looks good, 

sounds terrific and plays superbly, but on lop ol that 
H't got soma excellent 'arcade adventure aspects to 
add a touch ol depth. Smart stuff all round. 

Archer Maclean's Pool 




Issue Reviewed August 1993 
Memory 1Mb 

Price £29.99 

It you like Battle Isle then you'll love this, it's basJcjIrr 
more of the same but with an enhanced control 
interface ripped from Hislorylin*. Once again you haw 
to pit your armies Of tanks, troops and spacefighters 
against the enemy hordes. For those of us who never 
thought we'd enjoy a strategy game its a godsend, 

Body Blows 

Publisher Team 1 7 

Issue Reviewed March 1993 

Memory 1Mb 

Price £25.99 

YouVe read Una hyp* and we've had the phone calks 
bul now, St last, Body Blows is here. And - yes! - it is 
better than Street Fighter 2. The graphics and sound 
are as excellent as you've come 10 expect Irom Team 

17, and tnp rumpm' gamepiay is last and furious, Eve- 
Amiga gamer, beat-'em-up fan eh not, will lone this. 



Publisher 


Virgin Games 


Issue Reviewed 


October 1992 


Memory 


BISK 


Price 


BBBJ9S 


When Jimmy White's Snooker was released, the public 
lapped ii up in droves. Archer has used the same- game 
engine to produce a same which is arguably better 

than Snooker due to the fact that Pool is a more 
accessible and easier to play sport. If you missed out 
on JWW5 then you'd better pot this un. 


Assassin 




Publisher 


Team 17 


issue Reviewed 


November 1992 


Memory 


1Mb 


Price 


£25. BH 



90% 



85% 



The Chaos Engine 



Publisher 



Renegade 





Issue Reviewed February 1993 

Memory 1Mb 

Price £25.99 

It's been an age in the making but the waft has |btt 
about been worth h, TCE is basically Gauntlet with 
knob* Ofl ■ bul What knobs! Computer-ccntralled, 
artificially-intelligent second player, musk: that 
changes with the action, HPG-like character 
development, the list goes on. Great tun, all In all. 



92% 







QCC7 Chuck Rock 2 

^^ * *' Publisher Core Design 



Assassin Is a Shider-based arcade shoot-'em-up which 
blows the rosl of Ihe rest of the feeble attempts clean 
Out Of the water. With perfect control , five massive 
levels, gorgeous graphics, inspiring somes... Meed 
we go on? Assassin should be in everybody's 

software collection, now! 





I s sue Rev ic wed April 1993 

Memory 1Mb 

Price £25.99 

tR2 Stars baby Chuck Jnr In a perilous trek across 
loads Of qorflccusly-dBtailed and heavily-parallaxed 
scrolfy levels In an attempt to rescue his dad, the 
famed Chuck Rock. Although familiar platform Stuff, 
the huge, Imaginatively-drawn beddbes and Icniyu^-ln- 

cheek humour makes this a winner. 



R E C O M 



D E D 



Combat Air Patrol 



Publisher 


Psygnosis 


Issue Reviewed 


April 1993 


Memory 


1Mb 


Priw 


£29.99 



89% 



91% 



In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol, It's a Hlghl sim with. It* eye firmly on payability 
talher man rigor out technical accuracy, so while it 
may not impress Itio Sim hard-liners the rest 01 us will 
have a whale of a time. The 3D, by the way, is great. 




Desert Strike 



Publisher 


Electronic Arts 


Issue Reviewed 


April 1 993 


Memory 


1Mb 


Price 


£20.99 



93% 



90% 



Definitely EA's best Megadrlve-to-Amlga conversion 
yet DS has you flying a state-of-the-art attach Chopper 
around hostile desert territory. Its a thinking mans 

stioot-'envup basically, with excellent graphics and 
sound and flawless payability. A classic, and actually 
better than its Megadrive inspiration. 




Dune 2 



Publisher 


Virgin Games 


Issue Reviewed 


July 1993 


Memory 


1Mb 


Price 


£30.99 



90% 




From Weslwood, lhe people who Drought you the 

equally recommended Kyrandia, comes this, a very 
playable and beginner-friendly strategy game in the 
Sim City mould- Harvest spice-, llghl rival Houses, 
become ruler of Arrakis and have fun . This Is good 
Stuff for Strategy buff and novice alike, 
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Fireforce 




Publisher 


ICE 


Issue Reviewed 


October 1 992 


Memory 


512K 


Price 


£25,99 



90% 



86% 



Yel another blast Irom lhe past, Firefore* has 
distinctly Green Beret origins. Who cares where it 

comes from when the end product is this good? 
Violence and more violence (with seme distinctly 
realistic Uiroat-sl itting > make this horizontally scroller 

a game which you should hide from your granny- 




Flashback 




Publisher 


US Gold 


Issue Reviewed 


March 1903 


Memory 


1Mb 


Price 


£25.99 



93% 



89% 



Flashback Is from Hie French geezers wot brought you 
Another World. If truth be told It's not quite as 
stunning as that classic but It's a close run thing, Tne 
animation of your character as he runs, jumps and 
fights his way, Prince of Persia like, through the alien 
world is superb, A platform game fan's dream. 

Indy Jones IV (Adventure) 





Publisher 



US Gold 



88% 



93% 



Issue Reviewed 


January 1993 


Memory 


1Mb 


Price 


£37.99 



Many consider Indy IV to be the e-esl graphic 
adventure ever and thanks lo its superb graphics and 

- id, multiple plot paths and marvellous atmosphere 

they're dot far wrong. However, on Amiga the 
enjoyment is marred slightly by extreme slowness in 

places and some annoying disk swapping problems. 
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Publisher 


Virgin Games 


Issue Reviewed 


June 1 993 


Memory 


1Mb 


Price 


£25.99 



The game that would be Kick Off 3 is finally here and 
if s a scorcher! While not as instantly accessible as 

some of Its rivals iheres a weallh of options that you 
can toggle on and oil lo make life easier, in our book 
il's not quite the Sensi beater that some would have 
you believe but it's great nonetheless, 



Gunship 2000 



Publisher 



Micro Prose 



Issue Reviewed July 1 993 
Memory 1 Mb 

Price £34.99 

Have we had lo wail for this one! Oon't worry, though, 
it's been worib it. Once again the 'Prose people have 

come up trumps with what is undeniably THE 

helicopter sim on the Amiga. Super-fast contoured 
landscapes, wlngmen, oodles of firepower and long- 
term challenge make this any flyboy's 'must buy 

Hired Guns 

Publisher Psygnosis 

Issue Reviewed September 1 993 

Memory 1 Mb 

Price £29.99 

You may not think lhal you like RPGs but if so then It's 

likely you havent played Hired Guns - it truly is an RPG 
lor everyone. Using a Dungeon Masler-style CQirtrol 
sv^tem you must guide four futuristic mercenaries 
around complexes blasting all and sundry and solving 
puzzles. It's violent in the extreme - but great fun. 



Ishar 2 



Publisher Silmarils 

Issue Reviewed July 1 993 

Memory 1Mb 

Price £29.99 

Yet mora adventures in Arboreal The game engine has 
been tweaked and cleaned up here and Ihere, but 
technically it's not that much of a leap Dver what the 
first Ishar offered. Ali the same its good, long-lasting 
entertainment, even if you can spend too much lime 
wandering around lost. 



Jurassic Park 



Publisher 



Ocean 



Issue Reviewed October 1993 

Memory 1 Mb 

Price £26.99 

An Ocean film conversion with nol a platform in sight? 
Surely some mistake? Mope ■ taking a pinch ol lhe 
Chaos Engine and mixing It with a couple ol spoonfuls 

of Legends of Valour, J P turns out to be a game 

worthy of lhe licence, with arcade action a-plenty. 
Deserves lo bo a smash. Welcome back, Ocean! 

The Legend of Kyrandia 



Publisher 



Virgin Games 



Issue Reviewed November 1 992 

Memory 1 Mb 

Price £29,99 

A graphic adventure In lhe Monkey Island 2 model. As 
Brandon, your Only Chance of resuscitating your 
tu med-tO'stone Grandad is by defeating the mad 
jester Malcolm {the best villain to have appeared in 
an Amiga game yet). Lots of truly gorgeous 

graphics and an inspired player interface. 



127 



ECO 



E N D E 



Legends of Valour 



Publisher 


US Gold 


Issue Reviewed 


December 1992 


Memory 


1Mb 


Price 


£25.99 



LoV uses, an amazing graphics engine to generate the 
most realistic 3D environment you've eve* seen! II 
gives you total freedom of movement In the fantasy 
gamewofld and makes this one of the most 
atmospheric GPGs yet! Destined to be hailed a 
classic, you'd be foolish to mlis ft- 



Lemmings 2 



Publisher 


Pysgnosis 


Issue Reviewed 


March 1993 


Memory 


31 2K 


Price 


£25.99 



Lionheart 




Publisher 


Thalion 


Issue Reviewed 


March 1993 


Memory 


1Mb 


Price 


£25.99 



Get man coders are on a bit of a roll at the moment, 
what with NO Second Prize and now this, a hack-n'- 
ilash platform ramp. Boasting some Of lite most 
Stunning scrolling parallax scenery you've ever seen 
and light, addictive gameplay, this is a terrific title 
that is an essential part of your software collection. 

The Lost Vikings 



Publisher 


Interplay 


Issue Reviewed 


June 1993 


Memory 


1Mb 


Price 


£25.99 



The Losl Vikings is en arcade adventure with a 
premise very similkir to GobWins', i.e. you have three 
characters under your control, each or whom have 
different abilities, and you have to use them in the 
right order to salve puzzles. Fortunately its liar better 
than that game. Indeed, H's one of the best this year! 

McDonalds Land 



Publisher 


Virgin Games 


Issue Reviewed 


December 1992 


P,1e n\n ry 


1Mb 


Price 


£25.99 



Yet another attempt to 'do' Mario on the Amiga, this 
one succeeds thanks to superb playability and some 
Interesting twists on old platforming themes. Of 

course It's barely got an ounce of originality but who 

cares when the game's this much fun? Want a greal 
platform game? You got it! 

Micro Machines 

Publisher CodeMa stars 



Issue Reviewed 


October 1 993 


Memory 


1Mb 


Price 


£25.99 




No Second Prize 



91% 



89% 



Ob yes! They're back! Topping what must be THE 
classic game of the last lew years was never going to 
be easy but DMA Design have done a lop Job. There 

are fifty new abilities to learn (sortie LOrtlS CSTi even 
1ty!> and increased player interacton with the scenery, 
Just as much fun as the original ever was- 





91% 



90% 




87% 
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90% 



93% 



Publisher 



Thalion 



Issue Reviewed December 1992 

Memory t Mb 

Price £25.99 

NSP Is arguably the first bike game to actually make 
you feel like you re astride a throbbing metal monster. 
WIiitm i1 *.< ores most over its predecessors is the 
ease of control Ihe player hat over the bike - it's sheer 
bliss! Virtually faultless, it ranks alongside such olher 
racing classics as Lotus and F1GP. 



Overkill 



Publisher 



Mind scape 




Issue Reviewed October 1 993 

Memory 2Mb 

Price £25,99 

The first A1 200-only game which actually makes use 
of the 32-bit computer, Overkill is the most Intense 
blester you're likely to come across, Its basically 

Defender with a few gameplay (weeks so for shoot. 

"em-up purists its the computing equivalent of 
Heaven. May be a bit short lor some, though, 

Premier Manager 2 

Publisher Gremlin 

Issue Reviewed September 1993 

Memory 1Mb 

Price £25,99 

Its not every day you find us raving about a rooty 
management slm, so when we da you can bet it must 

bo pretty special ■ at Premier Manager 2 Is- it's lull of 
features and options, yet still marvellously easy lo get 

into and play, If you fancy taking your team to Ihe lop 
of the league, here's where to come. 




Putty 




Publisher System 3 

Issue Reviewed October 1 992 

Memory 1 Mb 

Price C23.99 

A high-flyer in the charts - and deservedly so. Putty is 
one of the most original games, let alone platform 
games, to have appeared in a long time. As a tiny little 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 

from an evil wizard's minions. Try It - you'll like ill 

Sensible Soccer V1 .1 

Publisher Renegade 

Issue Reviewed June 1992. 

Memory 51 2K 

Price £25.99 

Hers at The One we dont care what you or your matot 

say ■ Sfiiisi sticcc klgks seven bells out of Kick Off 2 
Instinctive control and out-and-out addiettveness 
make i t a toy lo play, and the Improved goalies in this 
revised version have produced a game that's near 

[lawless. 






89% 



88% 



Shadoworlds 



Publisher 



Krisalis 



128 



Who'd have thought that ihe Codies would beat Team 

17 in the top-down Grand Pri*, hut it's Itue! Although 
Micro Machines isn't quite AS groovy In one-player 
mode a 5 Overdrive, it compensates for this by 
having the best two-player action you're likely to 
see. It's got to be played to be believed. 




M $ M 



Issue Reviewed November 1 992 

Memory 1 Mb 

Price K25.99 

From the same boys who brought you ShadOWlandS, 
Shadoworlds re-employs the Pholoscape System to 
good effect in this Aliens-inspired RPG, The accent's 
more on action here than the puzzle-orientated 
Shadawlands and arguably suffers for it - shootina 
monsters in hall-darkness can gel iinnnying ,it time. 



R E C O 



D E D 



Soccer Kid 




Publisher 


Krl sails 


Issue Reviewed 


September 1933 


Memory 


1Mb 


Price 


£36.99 



Well, well. well. Only tour months after w* screamed 
that Supefft og was the best Amiga platform game 
ever, along corn** Soccer Kid and we have to change 
Our tuns. Its nothing short of brilliant - gorgeous to 
look at, sweel on the ears, and boasting same of trie 
slickest garneplay we ve Seen In a long turn;. Buy it I 
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88% 



Syndicate 



Publisher 



Electronic Arts 




Issue Renewed July 1993 

Memory 1 Mb 

Price £26.99 

Cross Bladerunner until Sam PeckJnpah mo*K and 
what da you get? Syndicate, From Bullfrog, this isn't 
perhaps quit* In the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially it you like your computer game Violence 
gory and realist^- Dead smart. 



Space Hulk 




Publisher 


Electronic Arts 


Issue Reviewed 


October 1993 


Memory 


1Mb 


Price 


£31.99 



91% 



7(y WJng Commander 



Al last - a conversion of a boardgame lhal doesn't 
simply recreate the hoard using Paint! Instead, 
Space Hulk takes all the best bits horn the original 

game and bungs in a whole load of extra computer 
effects to create one of the most atmospheric 
strategic-blasters we've seen In ages. Completely ace. 

Street Fighter 2 

Publisher 




ilQl'ii 



Publisher Origin 

Issue Reviewed November 1 992 

Memory 1 Mb 

Price £29.99 

Its the PC-tn-Amiga conversion no-one thought we'd 
ever see, but here it is and it's not hair tad, ll'S got 
everything the PC version Pud and is thus just as 
impressive. Although the 3D Can be sluggish at times, 
the Superb feeling of actually taking part in a big 
space campaign pulls you through Ihe occasional lulls. 



Issue Reviewed 

Memory 

Prtcw 



US Gold 
January 1 993 
1Mb 
£27,99 



89% 



92% 



World of Legend 



Publisher 



Mindscape 



Street Fighter 2 on the Amiga Isn't half bad at all. ITS 
not as smart as the SUES version, agreed, and die- 
hard fans of the coin-op may be disappointed by 
some Of the graphical omissions like the lack of 
parallaxed backgrounds, but there's still no denying 
mat this is one of the Amiga's better beat-'em-ups. 



Superfrog 



Publisher 


learn 17 


Issue Reviewed 


April 1993 


Memory 


1Mb 


Price 


£26,99 



Forget Zool * this is the real Amiga Sonic-Beater . Like 
all Team 1 7's games it looks and sounds marvellous, 
but the ganteplay is what really makes the game 
shine. From the control through Ihe level design to the 

difficulty, It's all beer* brilliantly thought-out, You wont 
have had SO much sheer fun In a long time. 




Issue Reviewed June 1993 
Memory 1Mb 

Price £26.99 

If you missed last year's Legend then VOU Should make 
up for it right now ind get this. It's a superb RPG 
which uses a near-Identical control system. Its gol 
plenty Of action and tons of atmosphere. If you're Ihe 
sort of person who cringes in horror al the thought of 
RPGs then this will convert you. See also Hired Guns. 



Zool 



Publisher 



Gremlin 



Issue Reviewed October 1 992 

Memory 1Mb 

Price £25.99 

Gremlin certainly cooked up a character to rival even 
J Mario and Sonic in this tribute' to the sad consoles, 
Fast, hrrlous and manic In every way, Zool Is a 
statement to Industry thai the Amiga can perform as 

well as the plastic Slabs - and better! There's nothing 
like Zool to impress your mates. 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right pface. Just answer the following questions... 

(1) How many of the Recommended games begin with the letter 'A 1 ? 

(2) How many of the Recommended games begin with the letter B7 

(3) How many of the Recommended games begin with the fetter 'C? (Trivial, eh?) 

Answers on a postcard or back of a sealed envelope by January 28th to the following 
address: Recommended Compo 12, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3 All. The first ten entries drawn from the hat after the closing date win! 
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Yo crazee mammas. Next Month is set to change the way games 
mags are looked upon. Only complete trousers play games all 
day. So we're here to appeal to all those amongst you with a lifel 
Let meeee kno wot yas fink. Midnight mass respekt. Later. 

SIMSKI 



HOW KOOL ARE YAS? 

We've all worried about it at some 
time in our lives. Lez face it, even 
the hip pest dudes and dudettes 
have small moments of insecurity 
when they're not sure just how hap- 
penin' they really are. Well, fret no 
mo', daddios - just try our simple 
quiz below to discover whether 
you're hot or whether you're snot. 
Later, 

1. It's a Friday night and you're not 
sure where to go, but being an chill- 
in' kinda pers you've decided not to 
stay in. Do you... 

(a) Go out for a nice walk under 
the stars and contemplate life and 
its very meaning, shedding an occa- 
sional tear for those who are less 
fortunate than yourself. 

(b) Nip down the local yoof club 
for a few games of hide and seek 
rounded off by several plastic tum- 
blers of orange squash and maybe 
a choccy bar or two. 

C) Turn your jean pockctz inside 
out, stick a tea cosy on your head, 
pop on your Nike-eee sneakerz and 
shout "Yo!" a lot 

2. What kind of my sic do you like? 
(a) Just the norm, I'd guess You 



know, U2, Simple Minds, The Cure, 
that kind of thing. 

(b) That's easy - Take That, Bad 
Boys Inc. Worlds Apart, NKOTB. 

(c) I like my music to have abso- 
lutely no tune whatsoever, repeti- 
tive lyrics going on about faces and 
how no two aire the same, a grating 
keyboard 'melody' - anything by MC 
Jazzy John and the Dissin" Delfers 
World NRG Dance Remix Posse Gen- 
eration, basically. 

3. What are your friends like? 

(a) A mixed bunch. We come 
from all walks of life and have dif- 
ferent interests and hobbies. 

(!>) I don't have many friends. 

(c) They all wear their pantz on 
their headz, like me. In fact, if you 
placed uz in a queue together our 
own muvvaz wouldn't be able to 
tell uz apart because we look and 
speak identically. 

ANSWERS 

■Vlosty Az ■ Vou're a pretty nght-on person, 
vtmo tfe^rt m sampling ait aspect; ctf .'.'(< \ 
Mostly 6z - You're, not vsry cool, How about 
getting a life? 

Mostly Cz - Respefct, my jftend. You're totally 
kool and the type wfie buys the totest Muzik. 
Fadz and Godz. Later. 




EXCLUSIVE! 

Pushing back the barriers of com- 
puter Journalism as we know ft, 
Next Month is proud to reveal 
what must surely rank as one of 
the hottest stories this year. 
Rumour has it that David Braben 
is working on a sequel to Elite one 
of the all-time classic computer 
games. This sequel, which reports 
suggest wilt be called 'Frontier', 
should be released within the next 
year and next month we're hoping 
to reveal' it. Later. 



TALK KOOL, LIKE 

Having a few problems keeping up with all this dissirV urban talk? No 
problem, here's a glossary of cool termz pJus a few additional hip words 
and phrases to drop into all your ordinary conversations for added 'street' 
value. Later. 



Later - Cheerio, my good man. 

Ya - You/your. 

Dudes - Fellows 

Yol - Hello there. 

Latest waxin' - New record. 

In the place - In close proximity. 

Dissin' - ridiculing, 



Shabb.i - rather good, actually. 

Check it owt - Take a look at this. 

Totally rad - Really very good. 

Safe - Everything's going well. 

Obtain -Get. 

Respekt - I'm dyslexic. 

Over The Edge - Completely crap. 



WANNA BE A JOURNOT 
The best advice I could give you is 
to always split. Your sentences. 
That way you'll look cool and gain 
much respekkkkkkkkkkkkkt in the 
industry. Later. 



If you've got a story that's waiting 
to break, why not sod off. This is a 
computer games magazine, not 
a home for freaks who can't 
speak, let alone spell. And 
there'll be no 'later', either. 



HAD ENOUGH YET? 

Fed up with all this tedious street- 
talking crap? Why not stick with The 
One. Call us old fashioned, but we 
like to think that you buy an Amiga 
games magazine to read about 
Amiga games, not to be bombard- 
ed by any old page-filling guff. 
There'll be no more of this - and 
that's a promise. 

The next issue will be extra spe- 
cial. Because we're almost full of 
Xmas cheer, we've decided to 
splash out on a superb Christmas 



prcssie for each and every one of 
you. We can't give away too much 
at the moment, but it's worth, 
oohh, £25,99 at least and has prob- 
ably got something to do with the 
words 'game', 'commercial' and 
'complete'. 

On top of that we'll be rounding 
off the year with bumper features, 
taking a ponderous look back at 
good old 1991 and welcoming 1994 
with a warm embrace. Just the sort 
of stuff you'd expect from a proper 
Amiga games magazine. 



Th« January issue - 
well h«vvK the toll©* 
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BLOKE ON THE STREET 


Just for a birr ova laff 1 thought I'd 


compile a list of geezers wot are 


called John. 


1. John Noakes 


2. John Leslie 


3. John Craven 


4. That referee from Gladiators 


5, And the commentator, too. 


6. And John Fashanu 


7. Ulrika JOHNson 


S. I like her 


9, Especially in that advert 


10. Phwoar 



AIT AND Ul 
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THE ONE 

January issue 

on safe 

December 21st 

Where 'Respect 

will have 

a V in it. 
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'...with graphics and some awesomely boppy 

soundtracks, it's a platform game that just drips class 9j9j 



ftmlga Powor 



The graphics are tiagnifUent, wonderfully drawn 
and well animated ... 
tL iis is the bmst looking platformer I've played in ages^^ 



tmiga Conn pi 



Dog wonder or dog meat? it's all in the attitude! 

Travel the galaxy visiting worlds where the 
unexpected is the norm. Seek out and defeat 



ii»]i»[Miiir«t.'*i-"]iT jS^jjlIolii •;»] it 



sullies on your own planet, 

The ultimate challenge for any 
streetwise young pup. 



*&*Z 00000690 

AwibWe on Commodore Amiga (1 meg} «ii; 



• W j Virtw CampcrTf or Japan bd 
197] Victor Eiilvtamwvhc. 
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DESIGN LIMITED 



Ccf« Petigri Limited Tradewrds House 
49-71 A Asfiboum* Rood - Deity D£22 3FS 
Te) 0332 297797 Fax 0332 381 511 




THE MOST ENJOYABLE STRATEGY GAME YOU WILL EVER PLAY 



Zi]t Gtiol fov UK Cnsim 



** 



'll >f.»n l-il'- '•alrt 

Ihruugk Mrlmfi nf fuft. Ut\ 
I Clai- 




1 

' 3 



Wkm ofcOM ruiV*', a Kittgis hi tht making. the War of the Rosea i^ i i|>|iii!K the land a pari as 
you do TjLLttl<- [fir the ultimate prize, In time, one man will emerge as King of all England... 

Staking youi claim to the throne, you mutt outwit your rivals across the shifting mikK ..i 
medieval potitit ■* and gore-«pattered battlefield*. 

With adjustable •Jriff fiTi-h and infinite npiayabiUty, Kingmaker i* Hie crowning glory for novii e 
gainei s and matter strategist* nlik<-. Seek tactical tips from tin- ckrtmitb mi-hm- kelp syrtrm,..lay 
waste toenem\ towns... bestow honour* and behead hostages...all against .i dramatic 
soundscape that brings the i l.i^Si ofwai ringing i" your lireside. 

Kingmaker. Haitlr for glory and seize your prize. 




Sir '.>ii *li"!. rtri'imU mini>V"l w.l — 

iI,!l mul ™h iln' ten** ^r*p*ii.'s 

which ma* H^rt 4,iiiaklrr»hlh hriw?? n iltftr rf i' 
I §Mk\ qiulm .iiid iipfwjmnre wl 

Mr ^uhjtfi I M> th* ■rumpilfT , *|iri IIh .il iih-.s 



Available On: PC & Compatible*. Atari ST and Amiga. 



I'm I S. Ih.UI Lid. All rt(h<l ikM Ortgfcd loirt&mu: C I W4 AXIWEW Mi '.HI ■ l>*+ I.M. {.***»> IMWI" Mi M II *li ii*hLh ruMTWfl. MNl.NKU.K b ; 
,„l,., l:. ,.,.* i rVLCAMEIbrl ■. i.,l,) I i.d J IHolfartWb?. rLilKml Kmii.iiiu.1,.,,,,. hi,:iv lrl:i»Jl IW1 1 ** 



uir,l aii iL ili,lr,ln,lt-.1 




TxhMl<«l uippart H«llin> 
O 9 02-&400 3 7 | M-« -Frl I 



HINTS TIPS N' HELP CALL THE GOLD PHONE 

S*ELU«J*IEfl ■ EVE OF THE flEHDLBLR In - VEIL Or DAMHESS ■ EYE OF THE BEHOLDEFi - LEGEND Of D*RK¥MH \flt OF THE BEHOL.DEA III i DRAGONS OF HAWE ■ HEflOES OF 1HE LANCE 
.PBOPWKTgFTMEWjUJtlFntLiiWIWI*^ »" «*■»>* Llt*SAflTS WtLtK. -LlCHuClfS BEMIM3E IIIWfEnSUK] 2| • rAUNA JOKES 

imsroMjsuM imtlohiuniiii ■ y*iUf*H*ct:FN .uahmiwkm.ljmm.wx^^ 

- ulwS-lr* LmLEWE ■ L»*5 MS PFB TtL: KH Mi M4 LE<SN0S Of WLOLF TFI HOU Ha JU STHEnFGHTER f Tfl «M «I IH 5H-1ECH rttlPllht CHLfiAMAS OF THE S*F* 5*VANT TF, KM 



IH» ul l*H«fl * PTft :»*rci. I nn| « •> Mi HiHMl U.5 Own Cuiww <—»*™ *" i"« ■»""■ " Mil owjigi ■ rxJ «nlinh> 
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